
*'££ 


Still »M£I 

— r 'mm 

BH 


PLANET OF DOOM WITH 
S FREE GAMES FIGURES 


WIN BUGGY BOY'S GO-KART! 

WIN A KNIGHTMARE ADVENTURE 


FREE FANTASY ROLE-PLAYING SUPPLEMENT 







Spertmm 48k Cassette £® 9E 
Spectrum 128k Cassette £7.9E 
Spectrum 128k Disc £14.9E 

Commodore 64 Cassette k £9.9E 
Commodore 64 Disc £14.9E 

Amstrad 64k Cassette £8.9E 
Amstrad 64k Disc £14.9E 

Amstrad 128k Disc £14.9E 

Coming soon: Atari ST/ Nintendo 


Screenshots taken from various computer formats 


c 1985 Telepictures Corporation, Leisure Concepts, Inc. and Ted 
Wolf. All rights reserved. 


Elite Systems Limited, Eastern Avenue, Lichfield, Staffs WS13 6RX Telex: 336130 ELITE G 
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Spectrum C ssette 
Spectrum D >c 

AmstradCa sette 
Amstrad Di: c 

Commodor 64 Cassette 
Commodor 64 Disc 


Elite Systems Limited, Eastern Avenue, Lichfield, Staffs WS13 6RX Telex: 336130 ELITE G 



“Licensed from c Taito Corp. Original 
game developed by Tatsumi Electron! 
I'M 'Buggy Boy' Owned by Taito Corp. ] 
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• MEAN MACHINES/P174 


• TRAP D00R/P25 

Jn&lAe 

If this is the first time you've k 
picked upC + VG then you've 
chosen the right month! Not only 
are there tons of really great 
games about at the moment which 
we've packed into our reviews 
section, but also we've got many 
mega-competitions . On the front 
of this issue you'll find your FREE 
miniature role-playing figures for 
you to use playing our exclusive 
Planet Doom fantasy 
board game. Talking of fantasy 
figures, Wayne has been hard at 
work to bring you C + VG's special 
Fantasy Role Playing supplement. 
We take an in depth look at what 
US Gold have up their sleeves for 
Christmas, offer you the chance to 
win an awesome Electronic Arts 
Amiga and check out our Buggy 
Boy Players Guide. All this plus our 
executive Nigel Mansell Grand 
Prix preview. 


R0LE-PLAYING/P83 


• ARCADE ACTI0N/P136 


• FRAME UP/P122 


• KNIGHT GAMES 2/P8 
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underground levels - where they 
are in anybody's guess! Remove 
the last data bus and you'll 
trigger a total shutdown of all 
mechanical and computerised 
services inside the terminal. 

Stratton - CRL - will be 
available on the Commodore 
64/128 cassette £9.95, disc 
£14.95. 





■ By the year 3987, the Galactic 
mperium was mightier than ever. 
One by one, it had swallowed up 
all solar systems and alien races. 
The dreaded fleets of the 
Imperium were feared all over 
the Galaxy, and with good 
reason: one fully armed battle 
cruiser was enough to blow up a 
whole planet. No one was strong 
enough to resist the power of the 
Imperium. Except for a small, 
defiant planet called Octapolis. 
The Imperium hadn't attacked the 
planet of Octapolis for centuries. 
To space pilots it was just a black 


spot on the space map, the Zone 
of the Evil Eye, as they called it. 
No one even dared to talk about 
Octapolis anymore, but in the 
deep secrecy of the Galactic 
Intelligence Agency (GIA) a most 
cruel and desperate series of 
experiments was carried out. 
They kidnapped innocent space 
pilots, and sent them inside the 
zone, and hoped that somehow, 
somewhere, they could find one 
who was immune to the immense 
mental power of Octapolis. If 
they could get close enough to 
wipe out the planet. It took t 


Octapolis is a simply brilliant 
new game for the 64 from 

English Software. It features 
split screen two way scrolling, the 
hottest shoot em' up action 
you've seen since Uridium, PLl 
exciting platform screens. Like 
Uridium you start by shooting up 
space craft and sneaky aliens, 
score enough and you can land 
and enter the platform sequence 
of the game. Five platform 
screens packed with awesomely 
detaild monsters separate you 
from the next shoot 'em up level 
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■ Universal Military 
Simulator is the game which 
has apparently got wargamers 
frothing at the mouth with 
anticipation. It allows you to 
re-enact the battles of Hastings, 
Marston Moor, Arbella, 
Waterloo and Gettysburg. Each 
conflict is enacted on a 3D grid 


fared in the battle with 
Napoleon? Or Alexander the 
Great versus Montgomery's 
Desert Rats? 

Interglalactic 
Development's USM will be 
published by Rainbird on the 
Atari ST at £24.95. 


system which can be viewed from 
any angle. Play is either against 
computer or friend. You can use 
the map creator facility to design 
your own battlefields, and then 
create your armies. Or place, in 
combat, two armies from 
different time periods. How 
would Ethelred the Unready have 


/fake, 

■ Stratton Air Terminal - 

the latest in space passenger 
comfort. Advanced controls, 
machinery, waste disposal. The 
lot. And then, on the official 
opening, a terrorist bomb 


explodes on a shuttle. The 
terminal's moorings are smashed 
and the life-support system cut 
off. The shuttle crashes through 
three levels of Stratton and 
triggers of fall defence units. 
Survivors are trapped, cut off 
from rescue services. 

You are sent to de-activate the 
Stratton Central Control, rescue 
those trapped and make the 
terminal safe again. 
Unfortunately the simple entry 
code was lost when Dr Hans 
Rasuer, the terminal's inventor, 
died aboard the shuttle. The only 
other method of shutdown is a 
systematic de-activation by 
removing all of the circuit 
breakers 


/eoA her . 


■ Vroom! We reviewed the 
Amstrad version of this French 
bike racing game, 500 Grand 
Prix, some time ago. But here it 
is on the Atari ST. Looks pretty 
huh? Available through 
Loriciels very soon - with IBM, 
C64 and the released Amstrad 
version following on. 


■ Urrrrrgh! Horrible isn't it. 
Designer's Knees exposed 
horror! Still, the boxer shorts 
Craig is modelling arn't half bad. 
And there's no dodgy fastenings 
which could possibly let you 
down - so they are pretty good 
as cool shorts too. Fancy a pair? 
Then just answer the simple 
question and rush your answers 
on postcards only please, to 
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■ This is The Hunt for Red 
October on the Atari ST which 
promises to be the best Argus 
release — well, possibly 
ever. It's based on the 
international best-selling book of 
the same name by Tom Clancy. 

The Red October is the 
Soviet Union's most advanced 
submarine, brand new and 
almost undetectable. The captain 
and officers have decided to 
defect to the West. Having set out 
from Russia, the sub is now 
heading towards America. Not 


Computer and Video Games, 
Ugly Knees Competition, Priory 
Court, 30-32 Farringdon Lane, 
London EC1 R 3AU. We've got 
30 pairs of these elegant boxers, 
made specially for 
Infogrames, that classy 
French software company, to 
GIVE away. They come in small, 
medium and Garry Williams sizes 
- so don't forget to put what size 
you want on the card as well. The 
question we want you to answer 
is: What is the small creature used 
as a company logo by 
Infogrames called? Is it a) A frog 
b) a snail c) an armadillo? 


surprisingly the Americans want 
Red October. And the 

Russians want her back even 
more. Tension mounts and the 
world heads for all-out war. 

In the game you play the part 
of the sub's skipper. The officer's 
are on your side but the crew 
doesn't know about the 
defection. With both the 
Americans and Russians hunting 
you plot a course to freedom. The 
game is icon-driven, so it's quite 
easy to select directions, engine 
speed and navigate. But whether 
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m Don't expect Pirahna's Roy 
of the Rovers to appear 
before the New Year. Word is 
that the game is being 
reprogrammed. 

The storyline is that the 
Melchester Rovers' football team 
has been kidnapped just hours 
before a fund-raising match to 
save their ground. 

Will Roy Race rescue them? 
Will they make the match? Will 
they win? Will you buy it? 

Roy of the Rovers will be 
out on Spectrum, Amstrad, CMB 
64 at £9.95 and £14.95 on disk. 


you make the right decisions is 
another matter. 

The Hunt for Red 
October, being programmed 
by Oxford Digital, will cost 
£24.95 on ST, Amiga and PC. 
Spectrum, Amstrad and 
Commodore versions will follow. 

Meanwhile there's another 
Argus game' this time due out the 
Quicksilva label. 

Twenty years ago Professor 
Albert Eyestrain predicted a 
great comet would hit and 
destroy the earth. Everybody 



■ Knight Games Two, the 1 


Knight Games Two, the 

sequel to, you've guessed it 

already,English Software's 

Knight Games is due soon. But 
don't expect another simple 
combat game. This follow-up is 
set in the future and is a 
compilation of several different 
new games. Lots of action - but 
C + VG's favourite sequence was 
the 3D space invader part! 


ikA 



I Nah, Archimedes isn't just a 
wrinkly old philosophers or 
Merlin's wise old owl. It is a bit 
mystical though as there's only a 
few of them about. The 
Archimedes is Acorn's new 
micro and already there's a 
mega-game for this machine, 
sought after by techo-freaks 
everywhere. David Braben, 
co-author of that all time classic 
Elite, has produced Zarch, a 
shoot 'em up with added 
strategy. Zarch features filled-in 
vector graphics, super-fast 
movement and looks v-e-e-ry 
interesting. Zarch from 
Superior Software will set 
you back £19.95 - and 



laughed and the Prof 
disappeared in huff. Well, 20 
years on the comet has appeared 
and only the Prof can save the 
world but where is he? 

You have a choice of five 
explorers - British, German, 
Japanese, French and American 
- to pick from. From then on it's 
exploring caves, clouds and the 
land. It is the normal mix of 
problem solving but good fun 
nevertheless. 

Watch for more Red October 
next month. 


three ventilator shafts. 

Dr Fruit must tunnel his way 
into the orchards moving from 
tree to tree to strip them bare of 
all fruit. 




Archimedes will make an even 
bigger dent in your pocket 
money. If you can find one that 
is . . . 


FW<>^ 

■ No Amiga software? Tony 
T. raves about the latest stuff in 
Hot Gossip this issue - and 
we've got a whole bunch of stuff 
planned for the next Amiga/ST 
Special coming your way in 
January's C + VG. Meanwhile 
check out these Anco products. 
Sky Fighter is for the Amiga 
and ST and will set you back £15. 
But Anco are also releasing a 
bunch of budget priced Amiga 
games — all at £19.95. They are 
Dr Fruit, Final Trip and 
Vader. In Sky Fighter you 
have to attack a central power 
station. There are nine sectors to 
be flown across, intelligence to be 
gathered, and passed to the 
command control before the 
target is in sight. The target lies 
fifty metres below ground and the 
only way to destroy it is to drop a 
bomb accurately into one of the 



■ This is Leviathan - 
English Software's 3D 

scrolling shoot em' up - on the 
Atari ST and Amiga. The 
diagonal scrolling on the ST has 
to be seen to be believed as do 
the incredibly detailed 
backgrounds. A very slick and 
playable game on both 
machines. More details in next 
issue's Amina/ST special. 


Ccxrr^ Orv j 

■ If you gasped at Starglider, 
then don't miss out on Realtime's 
next game for Rainbird, 
Carrier Command. 

It puts you in charge of a 
futuristic aircraft carrier. 

The 3D solid graphics look 
amazing on the first Atari ST 
version. 


































































SPECTRUM 
COMMODORE 
AMSTRAD CPC 
Cassette £14.95 
Disc £17.95 




____ 

Mitral—An abandoned Moon—An unstable Moon about to blow—A defence system set on automatic— 
Lasers that don’t miss - Scanners that hunt you out. Mitral is MASSIVE... 

The 3D presentation is Spectacular” Sinclair user. “A Major Breakthrough ’’amstrad user. 

“A New 3 Dimensional Reality... WOW!” crash. 

THE DRILLER EXPERIENCE - IT’S JUST LIKE BEING THERE! 


» 1987 incentive software ltd. all rights reserved. OKOSSEE™ IS a trademark of incentive software ltd. 













































Choc Props 

m The All Because the Lady 
Loves Milk Tray chocolate ads 
are to be turned into a computer 
game of the same name by 

Superior Software. Sounds 
bizarre, doesn't it. 

But Superior have taken the 
themes of the all-action ads, 
where the mysterious Man in 
Black performs all sorts of 
amazing stunts just to deliver a 
box of chocs to a lady, and is 
using them as backdrops for an 
arcade game spiced up with a 
little problem solving. 

The game will last over five 
levels. The actions will include 
skiing, bike riding, powerboats 
etc. In the final level the Man in 
Black must deliver the chocs. 
Those who make it to the end of 
the game are promised a special 
treat! 

Cadbury's are running a 
new series of the ads over 
Christmas and the Superior game 

- available on Commodore, 
Spectrum and probably Amstrad 

- will be released in the New 

GibJe-fe 

■ To roars of "fix," "fiddle" 
and "shame," C + VG writer and 
soon-to-be horror author John 
Gilbert won a personal 
compact disc player in a prize 
draw run during Pirahna's first 


Piranha's new Berk game. 

Through the Trapdoor, 

which is reviewed this issue. 


■ Bobble hats at the ready, 
chaps. The season of chill thrills 
and frostbite is on as the winter 
sports simulations slip and slide 
onto the games scene. The pics 
are from Tynesoft's Winter 


Olympiad 88 which the 



Tynesiders have released to cash 
in on the XV Winter Olympics in 
Calgary next February. 
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birthday party. 

C + VG's editor Tim 
Metcalfe, mightily peeved at 
not winning was heard yelling. 
"You'll never work for me again 
Gilbert." 

The outrage of the assembled 
150 odd assorted magazine 
journalists, programmers, artists 
and distributors, was further 
compounded by the news that 
Pirahna is to be release a John 
Gilbert designed horror game 
called Coven sometime in the 


New year. 

John, whose first novel. The 
Devil's Children, will also be 
published in Britain next year, 
was not available for comment 
because nobody was prepared 
to talk to him afterwards. 

There is no truth in the rumour 
that the C + VG team were later 
seen trying to persuade John to 
take up swimming in the tank of 
piranha fish on Piranha's stand at 
the PCW Show. 


■ Okay, it's grovelling time. 
Alligata's hugely addictive 
Addictaball on the Atari ST 
sells for £14.95 and not £24.95 
as stated in C + VG's review of the 
game in the October issue. Sorry 
etc etc 


^ a ■ A thick fog has descended on Old London Town. A 

\y _ \c WA ^ full moon can occassionally be glimpsed. From out of 

\ CkC/ ^ the dank, dark depths of C + VG's office a horrible 

■ Pac's back in Pac-Land. The howling can be heard. It turns the blood of all those 

dot-munching, ghost-crunching who hear it to ice. It can only mean one thing — 

PAC has been snapped up by werewolves are about! 

Quicksilva for release in time Strange that such off noises should coincide with the 

for Christmas. release of Viz Design's Werewolves of 

must help aloTfairX^eto' Lo "«*on game and C + VG's Out Howl a Were- 

Fairyland. To succeed, Pac must wolf Competition. 

pass through towns, forge Pictured here is Viz Design's Paul Smith the man 

through rugged mountains, cross behind Werewolves of London and that other 

dangerous ravines and trek horror game Bride of Frankenstein. He's 

across deserts. clutchinq a poster of the qame and we've now qot two 

plus 10 o > 9 .». *> 

Pinky, Inky and Clyde. away to the readers with the best howl! 

Versions under production Just send us a tape of vour very best blood- 

include Commodore 64/128, curdling werewolf howl to Out Howl a Werewolf 

Spectrum, Amstrad CPC, MSX, competition. Computer + Video Games, Priory Court, 

Atari ST and Amiga for 30-32 Farringdon Lane, London EC1R 3AU. The 

Christmas. closing date is December 16 and editor's decision is 

final. And we're sorry but we can't return the tapes. 

The two best howls will get the signed poster plus a 
copy of the game and the eight runners up will get the 
game. 

Don't forget to fill in the printed form and say which 
computer you have. 

OUT HOWL A WEREWOLF COMPETITION 

. : .I 

■ Berk and his friends will return - ■ 

in a new series of the popular I 

television series Trapdoor late ■ 
in 1988. Meanwhile you can ■ 

catch the re-runs of the first series, | . ■ 

right up to March every Saturday - 

morning. Or you can play I . | 

| Spectrum Q CBM 64 Q Amstrad Q 




























Preview The Futurel 


PROJECT: STEALTH FIGHTER 





Stealth Fighter.. .the hottest topic of conversation in aviation 
circles today. Space Age technology and engineering make 
these aircraft virtually undetectable by enemy radar. 
Stealth Fighters are believed to be in operation, flying the 
most sensitive missions,flown byasuperiorclass of pilot. You 
can experience that thrill of flying a revolutionary aircraft, 
previewing the edge of the future. 


PROJECT: STEALTH FIGHTER. Another brillant simulation 
from MicroProse. Available for the Commodore 64/128K. 
Cassette £14.95. Disk £19.95. 


}PROSE 


Please send. 


SIMULATION • SOFTWARE 

copy/ies of Project: Stealth Fighter CBM 64/128 □ Cassette £14.95 □ Disk £19.95 □ Further details. 


Name (block capitals). 


.Address. 


.Post Code . 


I enclose £_ 


or debit my Access/Visa card. Expiry date 


including 55p P+P. Cheques payable to MicroProse Software Ltd. 
_No. 


rr i ii i i ii i i i i ttt 


PSF/C + VG/1287 

] 


MicroProse Ltd., 2 Market Place,Tetbury, Gloucestershire GL8 8DA. UK.Tel: 10666) 54326. Tlx: 43422 MPS/UKG 



















THE NEW SINCLAIR HAS ONE BIG DISK- J 



THE SINCLAIR ZX SPECTRUNI + 3 WITH 6 FREE GAMES AND A JOYSTICK. 












ZX SPECTRUM+3. £199 


ADVANTAGE. 




The new Sinclair ZX Spectrum +3 is a real hero - because it helps 
you to be one. 

While you’re a daring motorbike rider or the all-conquering 
intergalactic warrior, you’re gaining priceless experience in 
handling computers. 

Loading games is quick and easy with the built-in disk-drive. 
You’ll be in the thick of the action in seconds. And the fantastic 
128K memory gives you the power to outsmart the most 
sophisticated enemy. 

Get to grips with the latest high-tec graphics on the vast 
universe of games available (six of which come free). And there’s 
a free joystick to give you ultimate control. 

But the real hero is the person who buys it. For the 
ZX Spectrum +3 is only £199, so they’ve really saved the earth. 


ZX SPECTRUM + 2. £139 



The amazing ZX Spectrum +2 has a built-in datacorder - to save you 
the bother of tape recorders and leads. The advanced 128K memory 
helps you get the most from the vast universe of games available. 

Every model comes complete with six free games to start 
you off, and a free joystick to make you super agile. 

With the advanced Sinclair technology you can afford to let 
your imagination go wild. Because at £139, only your enemies pay 
heavily. 

BE WHO YOU WANT TO BE. 

Available at: Allders, Boots, Clydesdale, Comet, Connect, Currys, Dixons, John Lewis, 
John Menzies, Lasky’s, Tandy* W.H. Smith, Visionhire, Wigfalls, and all good 
independent stores. *zxspectrum +2 only. 

Recommended retail price Sinclair ZX Spectrum +2 £139 including VAT, Sinclair Spectrum +3 £199 including VAT 
at 1.10.87. Prices subject to change without prior notice. 


Please tell me more about the SINCLAIR ZX Spectrum +2 Q ZX Spectrum +3 Q 

Name___ 

Address_ 








Amstrad pic, Brentwood House, 169 Kings Road, Brentwood, Essex CM14 4EF. Tel: (0277) 262326 






















Thundercats 

Nebulus 

Buggy Boy 

Captain America 

Through the Trap 
Door 


► MACHINES: SPECTRUM/C64/ 
128/AMSTRAD 464/6128 

► PRICES: £7.95 (SPECTRUM 
48/128} 

£8.95 (AMSTRADI £9.95 (C64) £14.95 
(all discs) 

► VERSIONS TESTED: C64/ 
AMSTRAD/SPECTRUM 

► REVIEWER: TIM 

Thundercats Ho! If you've been 
disappointed by cartoon 
character games in the past then 
you could be in for a big surprise. 
These cats are definately cool - 
and the game is addictive 
enough to make you purr with 
pleasure! 

Thundercats is a RygarA\ke 
scrolling hack 'n' slash epic. 
Fast-moving and packed with 
action, the game grabs you from 
the moment you load it.up. 
Attractive graphics, nice 
animation and good sound and 
gameplay that gets you grabbing 
the joystick for more, more, 
more! 

The Amstrad and Spectrum 
versions have been created by 
none other than the 
highly-experienced team at 
Gargoyle Games - and true to 
form they have come up with a 
little gem. And the C64 version is 
pretty neat too! 

If you're a fan of the TV 
cartoon you'll know all about the 
team of cat-like folk who inhabit 
a fantasy world and bat the evil 
Mum-Ra and his nasty 
henchmen, the Mole Men. 

In the game Mum-Ra has 
stolen the Mystic Eye of 



Thundera, the last remnant of 
the Thundercats' once proud 
planet to Lion-O, the T-Cats 
main man by the elders. 

The jewel gives Lion-O's 
Sword of Omens all its powers - 
so you can guess he's pretty mad 
with Mum-Ra. On top of all that 
Lion-O's mates, Tygra, Panthro 
and and Wilykit have been 
imprisoned by old Mum-Ra and 
Mr L wants to save them as well. 

This is the task that confronts 
you when you've loaded up the 
game. Easy? You're joking. 
You're going to have to move 
fast, be quick on your feet, as 
agile as a cat and quick on the 
draw with the mystic sword if 
you're going to succeed. 

There are no less than 14 levels 
in this game, levels of varying 
difficulty and packed with 
different hazards. From the 
T Amstrad 


A Commodore 64 



Jack the Nipper/ 
Terrorpods 


Morpheus 




► MACHINE: CBM 64/SPECTRUM 

► SUPPLIER: HEWSON 

► PRICE: £8.95/£12.95 (CBM) 

£7.95 (SPECTRUM) 

► VERSION TESTED: CBM64 
/SPECTRUM 

► REVIEWER: PAUL 


Thunderceptor/Rygar 


Trantor 


implosion/Complete 
Bastard 


Shoot 'em-up 
Construction Kit/ 
Zig Zag 


Flight Trainer/ 
Cruncher 


When programmers Steve 
'RanaRama' Turner and Andrew 
'Uridium' Braybrook suddenly 
quit Hewson backjn September, 
it must have bit the software 
company for six. Turner and 
Braybrook were responsible for 
their most highly praised games. 
Would this mean the glory days 
were over? Did it hell! 

Even in the depths' of their 
darkest hour (doesn't this tug 
your heartstrings?) a new star 
rises. With it comes what must 


be the most original game this 
month and what will probably be 
the most original game released 
this year. 

And that game is Nebulus 
from the mind of 24-year-old 
John Phillips, who you may 
remember was responsible for 
Impossaball. That game 
attracted good reviews but 
probably didn't get the attention 
from the public it deserved. Well, 
hopefully, that won't happen 
with Nebulus. 

So just what is Nebulus? Well 
the central feature is a 3D 
scrolling tower with steps 
around the edge and doorways 
which allow you to enter the 
tower and cross to the other 
side. As you enter, the tower 
spins to reveal the hidden face. 



The idea is to climb to the top 
of the tower, avoiding the traps 
and monsters. Then into a 
sub-game before encountering 
another tower. 
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Fertile Plain to the Final Battle 
you'll have lots to do - and I'm 
betting you're going to need and 
infinite lives POKE to see the end 
of this awesomely challenging 
game. 

Watch out for the Mole Men 
and other assorted baddies, 
beware of vanishing bridges and 
the useful Nosediver - a 
high-powered jetbike - in.the 
Garden of the Fire Elementals, 
level four to you! 

Enemies come at you from all 
sides - beware those that chase 
you. Don't hang about waiting to 
kill them - keep moving! On the 
Spectrum version you generally 
outrun these nasties - but the 
Amstrad and C64 baddies seem 
to move faster! Maybe my 
reactions are slowing down . . . 

Don't forget to collect the 
extra lives/weapons etc hidden 


in various objects dotted along 
the way. 

You'll recognise these objects 
when you see them - they are 
about the only things that aren't 
behaving in a hostile fashion! 
They are disguised as shields, 
vases and even skulls. 

You'll need all the extra lives 
you can get your paws on - so 
build them up earlier, easier 
levels in preparation for the 
horrors to come. 

Brilliant graphics, a driving 
soundtrack by Rob Flubbard and 
superb action make Thundercats 
a real winner - and we're not 
just saying that because we had 
a tape on the front cover last 
issue either! 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 




If you like the Arcade games 
Rastan Saga a nd Rygar then 
you're going to want to add 
Thundercats to your collection 
- all the versions are well 
wicked. I reckon it could soon 
collect the same cult following as 
Ghosts and Goblins - and we 
can't wait for your maps and tips 
to start flooding in. 


SPEC 

8 

8 

9 

9 


AMS 

9 

9 

9 

9 


64 

8 

9 

9 

9 


The Levels 

1: The Fertile Plain 

2: In the case of the Mole Men 

3: Rescue TYGRA 

4: Gardens of the Elementals: Fire - Find the Nosediver 

5: Water - Bubbles 

6: Air - Packbats and Eyes! 

7: Earth - Beware of Mum-Ra 
8: Rescue Panthru 
9: More Mole Men 

10: Passengers beneath Plunn-Dar 

11: Mum-Ra's Bird Warriors 

12: Hunting Plains 

13: Rescue Wilycat 

14: The Final Battle 
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It sounds a simple concept but 
it is brilliantly executed, 
magnificently programmed and 
a sheer joy to play. 

Okay, let's backtrack for the 


plot. The game is set on the 
planet Nebulus where someone 
or something has been building 
towers in the sea. 

The character you play, Pogo, 
works for Destructo Inc. a 
demolition company given the 
job of demo- lishing the 
towers.And guess what? You've 
got the job. 

So the game opens as you 
emerge from a Mk 7 Minisub at 
the foot of the first tower - the 
Tower of Eyes. 

This character reminds me in 
some ways of that other Hewson 
creation Gribbly from Gribbly's 
Day out. Remember him? 

Anyway, you have to climb 
the tower in the set time limit. 

The towers are covered with 
various ledges, tunnels and lifts. 


Some of these ledges dissolve 
when you stand on them and 
slippery ledges which will push 
you left or right. 

Flashing blocks and bouncing 
balls can be destroyed by 
shooting them but the silver 
rolling balls can only be stopped 
in their tracks for a few seconds. 

All other creatures are 
indestructible. If hit by a 
creature, you tumble off the 
ledge and land a few levels 
down. If you fall in the sea, you 
lose a life. 

Entering the final door at the 
top of the tower sets off the 
destruction sequence. You are 
awarded bonuses for the time 
left and for technique and the 
tower will crumble into the sea. 

When a tower has been 
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destroyed you get back in your 
submarine and travel underwater 
to the next tower. In the 
Commodore version you can 
pick up bonuses by catching 
fish. This is done by shooting air 
bubbles to capture the fish, 
which are then collected. 

The points are 100 for a 
bouncing ball, 50 for a flashing 
block, extra points for climbing 
the tower and an extra life every 
5,000 points. 

I have a feeling that from just 
reading the straight forward 
description of Nebulus you 
might say it doesn't sound all 
that thrilling. But it really is. This 
is a game you have to play. 

The graphics are stunning, the 
sound effects brilliant - the 
sound of the characters feet is a 
wonderful feat (ha!). 

I have no hesitation in 
whole-heartedly recommending 
both the Commodore 64 and 
Spectrum versions of the game 
to you. There may be an 
Amstrad version released later 
on but the word from Hewson is 
that will depend if the 
programmers can speed up the 
action. 

CBM 64 SPEC 

► GRAPHICS 10 9 

► SOUND 10 7 

► VALUE 9 9 

► PLAYABILITY 10 10 
















































































“SUDDENLY, the 
jet plunged into a 
sea of flashing 
lights -Chuck 
gasped with horror 
-he had entered 
the Other World:.: 


FIGHT TO survive 
in a hostile alien 
world. Collect 
energy-giving 
power pods as you 
fly through eight 
action-packed 
levels, and seven 
brilliant bonus 
levels. 


► Features seven 
different 
weapons, 
including Quark 
Cannon^Wide 
Beam and Lazer. 

► Amstrad 

‘Smooth Scroll ' 
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► MACHINE: C64 

► SUPPLIER: ELITE 

► PRICE: £8.95 

► REVIEWER: TIM ~ 

Veroooom! There I was burning 
rubber around this big banked 
bend when all of a sudden what 
do I see? A **!°ing great rock in 
the road in front of me! Hello, I 
thought to myself. I'm in for a 


wonderful. What is it? Buggy 
Boy of course! That tried and 
tested coin-op hits the small 
screen at last. And Elite has its 
best game of '87! 

If it's playability and 
testability plus great value 
you're after then look no 
further. Buggy Boy has all of 
these — and more. All the 
conversion lacks is the steering 
wheel from the arcade machine. 

If you've never played Buggy 
Boy or Buggy Boy Junior in the 


bit of an accident here. But no! 
just in front of the rock there's a 
well-placed tree trunk! So it's 
up and over the great granite 
lump and safely down on the 
road again; 

Did I say safely? How wrong 
can you be. I may have missed 
the rock but what I didn't know 
was that there's a whole buch of 
water the other side — and the 
bridge wasn't where it 
should've been. Still, the buggy 
needed a wash . . . 

Yes, it's here and it's truly 


arcades before, you've not 
lived. It puts you in the driving 
seat of one of those VW Beetle 
Buggies much-loved by off¬ 
road racers in the US of A. You 
compete against the clock over 
five demanding tracks packed 
with hazards and opportunities 
to put big dents into your 
vehicle. 

Avoid rocks, drive on two 


wheels to squeeze through 
seemingly impossible gaps, 
pick up bonus points and extra 
time by collecting flags and 
driving through special "gates!'. 
Jump obstacles by launching 
your buggy off tree trunks — 
just love that bounce! Drive up 
banking to get up more speed 

— but steer clear of lakes, other 
drivers and hard brick walls! 
And when you've done all that, 
check out C+VG's special 
players guide for more hints 
and tips. 

There are five different tracks 
to test your driving skills; 
Offroad, North, South, East and 
West. Offroad is a closed circuit 

— and really simply shows you 
what to expect on the other 
tracks. Stuff like the bonus flags 
which have to be collected in 
the order shown at the top of 
the screen, and the bonus 
"gates" plus many of the 
hazards. 

After a couple of attempts at 
this you'll probably find you can 
complete the track and it's time 
to move on to the REAL test. 

North features snow, walls 
and banked corners, South is 




arcade machine — showing the 
flags and the order in which 
they have to be collected, a map 
showing your location on the 
track, hi-lo gear settings, score 
and tim^Jaft. Everything you 
could possible want on one 
small screen. 

At the end of each game you 
see your score plus any 
bonuses plus another map of 
the track showing how far you 
had left to go. 

The game features high-score 
charts for EACH of the five 
tracks, nice sound FX, but 
strangely, on our review copy 


/ 


'sort of desert-like with palm 
trees as an added hazard; East 
is very green and you'll see 
your first fellow buggyboy 
driver here; West features more 
mountains and another buggy. 

North, South, East and West 
also features Outrun-sXjjjjfe 
extended play— reach a certain 
spot on the map and you can 
continue driving. Fail and it's 
back to the pits. ' ^ 

Screen display is just like the 


^anyway, no front end music. 

The graphics are good and 
playability, well I reckon it 
almost goes off the old C+VG's 
ometer. Addictive isn't the 
word. If you're a Buggy Boy fan, 
or even if you aren't, then beg, 
borrow or steal a copy. 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 
























































































































































































































































































































► Officially licensed from the greatest 
motorcycle racing game, the thrills are so 
real we considered making a helmet 
compulsory. 

► Four skill levels. 

► Four music tracks. 

► Push your turbo charged racing machine 
into 18 progressive stages racing across 
Asia, Africa, America and Europe. 
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hj k (£14.99) Amiga Disk (£14.99) 
i 18 4SR. Tel: (0933) 76768 


Copyright 1986 Sega Enterprises Inc. (USA). All rights reserved. 
Electric Dreams Software. Authorised User. 
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situated in the Mojave desert, 
disarm the missile and destroy 
the deadly virus. The missile is 
known to be sited on the lowest 
deck of the Doom Tube, which 
is sunk deep beneath the 
surface of the desert. 

Each deck contains several 
rooms or Quadrants, which 
emit a high level of psionic 
energy. This psionic energy is 
the only form of energy which is 
capable of penetrating Captain 
America's shield, although 
recent modifications to the 
shield have given it a certain 
amount of tolerance. The 
further down the tube you go, 
the higherthe level of psionic 
energy is present, so caution 
must be maintained throughout 
the journey downward. 

Your shield is one of two 
prime defensive weapons that 
you have in your possession, 
the other is Cybo Grenades. The 
shield is virtually indestructible 
and is able to slice through the 
air when thrown. The Cybo 
Grenades have been designed 
to destroy electronic circuits 
and are only effective at close 
range. 

To travel to each deck an 
elevator has to be used. Once 
on the last deck, you must 
discover which room the 
missile and virus are kept, once 
found they must be destroyed. 

Although the graphics and 
sound are quite attractive, the 
game itself is a bit of a 
disappointment. 

Playability isn't too bad, the 
characters respond well to each 
in every condition that may 
occur. 

Music and sound effects are 
good as are the graphics, the 
back drops especially. The only 
bad point about Captain 
America is its lack of lastability. 

Captain America will need a 
lot of considering before you 
actually buy it. That's the best 
advice I can give to all you 
unsuspecting superhero fans 
out there. 


► GRAPHICS 8 

► SOUND 8 

► VALUE 8 

► PLAYABILITY 8 




► MACHINES: C64, AMSTRAD, 
SPECTRUM, ATARI ST 

► SUPPLIER: GO! MEDIA HOLDING 
LTD 

► PRICE: C64/AMSTRAD, £9.99, 
SPECTRUM £8.99 (CASSETTE) 
ATARI ST £19.99, C64 DISC 
£11.99, AMSTRAD DISC £14.99 

► REVIEWER: IAN 

Ever since I can remember, 
superheroes made up a large 
part of my childhood fantasies. 
Heroes like The Hulk, the 
Fantastic Four, Spiderman and, 
of course, Captain America. 
Even when they first appeared 
in comic form, there have been 
a series of cartoons and motion 


pictures made about their 
adventures and confrontations 
with the forces of evil. Software 
companies have also realised 
that there is a substantial profit 
to be made from these heroic 
beings, and have recently 
produced a succession of 
games to tempt the younger 
generation into buying their 
product. So far it has been a 
success, and their games have 
shot up to the top of the charts. 

Now it is Captain America's 
turn in the front seat, and prove 
that he is also capable of 
standing on his own two feet, in 
his own computer game . . . and 


emerge triumphant. The new 
game is entitled. Captain 
America in The Doom Tube of 
Dr. Megalomann (Phew!). The 
plot behind the game is as 
follows; Dr. Megalomann has 
returned from the grave, and 
has told that the president of 
the United States of America 
has until midnight to stand 
down, and pass his authority 
over to the Doctor, otherwise he 
will launch a missile, which 
contains a deadly virus, onto 
the nation. 

Captain America's task is to 
penetrate Dr. Megalomann's 
underground bunker, which is 
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SINCE THE DRUID'S LAST VICTORY. ACAMANTOR 
HAS RETURNED TO BELORN, DEMON PRINCES 
RULE THE LAND. AND ZOMBIE'S ARE THEIR 
LEGIONS; WAITING FOR BATTLE. 


Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d) 


PUBLISHED BY FIREBIRD SOFTWARE, A DIVISION OF BRITISH TELECOM PLC. FIRST FLOOR, 64-76 NEW OXFORD ST. LONDON WC1A IPS 
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MACHINES: SPECTRUM, 

C64, AMSTRAD 
SUPPLIER: PIRANHA 
PRICE: C64, SPEC, AMSTRAD 
(£8.95 cass). C64, AMSTRAD 
£13.95 

VERSION TESTED: SPECTRUM 
REVIEWER: IAN 


Berk is back in his most daring 
adventure yet! Together with 
Drutt, he must go down through 
the Trap Door and rescue Boni 
the skull from the evil clutches 
of the skeleton which has 
kidnapped him. 

The aim of the game is to find 
Boni, and escape. 

There are four different areas 
to the game, each requiring 
several tasks to be performed 
before you can exit through a 
door, to the next one. You can 
play either Berk or Drutt, 
swapping between characters 
whenever the game demands it. 

Berk will come across a 
variety of magic potions while 
on his travels which give him 
special powers and will help 
him considerably. Certain tasks, 
during the game, will have to be 
performed by either Berk or 
Drutt. Most of the time Drutt will 
be responsible for achieving a 
lot of the given tasks that are 
presented to them. The main 
task in each region is to retrieve 
a key, which is needed to open 
the exit door to the next region, 
and key. A whole host of the 
most uncanny and evil 
creatures roam each region, 
and are intent on preventing 
you, completing your quest. 
Only quick reactions and logical 
thinking can ensure old Boni's 
release. 

The game begins with you 
witnessing the abduction of 
Boni by a headless, winged 
skeleton. You, as Berk, pick up 
Drutt and head down into the 
gloomy depths of the Trap 
Door. Down there, you must 
take control of Drutt, and search 
for the first key. Once found. 
Berk must retrieve it from its 


same as the original Trap Door 
game, simple, but effective. The 
use of colour and sound is of 
average standard, and could 
have been different to the 
original. The game is extremely 
hard to complete, and will 
require a lot of trial and error 
practice to actually get off the 
first region. Getting to the 
second region is a feat in itself. 
Through the Trap Door is a 
game where you must like 
arcade adventures to really 
appreciate it. The multitude of 
problems and puzzles are 
extremely taxing. 


resting place. 

When he's got it, proceed to 
the next couple of screens 
where an enormous pit is 
located. Once across it, the first 
of the exit doors is found on the 
next screen. The following three 
regions are played the same 
way, and the use of a magic 


potion in each one is 
essential. Each magic 

_ potion comes in the 

torm of a particular item, which 
Berk must eat. They include 
sausages, eyeballs (that's 
disgusting, ED!), sweets and 
mushrooms. 

The graphics are exactly the 


n' i 


rao 


But once solved, leave you 
with a feeling of satisfaction. 
Through the Trap Door is an 
ideal game for all of you who 
love a challenge now and then. 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 
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PAPER BOY 

Probably the most successful computer gan 
the longest running number one. 

© 1984 Atari Games, Inc. All rights reserved. 

GHOSTS'N'GOBLINS 

The technically excellent fighting fantasy st 
which^juts you as the heroic knight rescuing 

overlord. 

Japan Capsule Computers (UK) Ltd. © 1985 

SPACE HARRIER 


combat with aliens of another planet. 

Sega ® This game has been manufactured under 
licence from Sega Enterprises Ltd, Japan and 
SPACE HARRIER are trademarks of Sega 
Enterprises Ltd. 

SPACE HARRIER not available on C16 format. Cl 6 
includes (AIRWOLF 2). Once again you pilot the 
ultimate combat helicopter where no one else 

© 1984 Universal City Studios, Inc. All rights 
reserved *a trademark of and licensed by 'Universal 
City Studios, Inc. 

BOMB JACK II 

Bomb Jack returns armed end ready for |} 

fight your way into outer space to collect 
the treasure? 

© TEC MO LTD of JAPAN 


You are Hawke, pilot of the billion- 
helicopter assigned a dangerous n 
need all your skills and fast logical 

© 1984 Universal City Studios, Inc. 
reserved *a trademark of and licens 
City Studios, Inc. 


Spectrum Cassette 


Amstrad Cassette 
.AmstradDfsc 
Commodore 64 Cassette 
Commodore 64 Disc 
Commodore 16 Cassette 


ELITE SYSTEMS LIMITED, Eastern Avenue, Lichfield, Staffs WS13 6RX 
Telex: 336130 ELITE G 
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► MACHINES: AMSTRAD/ 
SPECTRUM/CBM 64 

► SUPPUER: GREMLIN GRAPHICS 

► PRICE: £7.99 (SPECTRUM)/ 
£9.99/£14.99 (AMSTRAD/CBM 
CASS/DISK) 

► VERSION TESTED: AMSTRAD/ 
SPECTRUM/CBM64 

► REVIEWER: PAUL 


The bad lad's back going nuts in 
the Coconut Capers. Naughty 
but nice. Gremlin's little Nipper 
is certainly a ripper gripper of 
jungle jollity. 

There was a time when l 
thought I would scream if I saw 
another platform and ladders- 



style game. They seemed to be 
everywhere. But now.. . okay, I 
really got into this one. 

Jack the Nipper's first 
adventure ended with the 
troublesome tot and his family 
flying to Australia following a 
deportation order on them. 
Jack's not pleased with the 
prospect of going down under 
so he jumps plane — using his 
nappy as a parachute. 

The idea of the game is 
simply to survive in the jungle 
until he reaches a score of 100 
per cent on the Naughtyometer. 
But he musn't get caught by 
dad. 

And there are plenty of ways 
for Jack to be naughty — 
hurling coconuts at natives and 
animals, firing blowpipes and 
generally creating all sorts of 
mayhem. 

All along the way he can pick 
up weapons and some really 
useful items such as grease, 
honey and wood worms. 

There's an amazing number 




■■■I 


of screens to explore, traps to 
avoid, puzzles to solve. Both the 
Spectrum and Amstrad have 
great graphics. 

So, to sum up. If you're fed up 
with the millions of shoot-'em- 
ups around and hanker for 
some good, old fashioned 
platform and ladders fun, you 
could do worse than Jack the 
Nipper II. 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILI 
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► MACHINE: ATARI ST/AMIGA 

► SUPPLIER: PSYGNOSIS 

► PRICE: £24.95 

► VERSION TESTED: AMIGA 

► REVIEWER: DAVID 

Stuck out on the edge of 
System 7, Colian was not the 
most hospital of places, but it 
did have one of the richest 
deposits of rare minerals in the 
galaxy. 

Foremost amongst these are 
Detonite, a powerful explosive, 
Quaza, an energy giving crystal 
useful for regenerating 
molecular structures, Zenite, a 
metalic ore good at storing 
magnetic fields, and Aluma, the 


hardest metal known to man— 
ideal for the production of 
weapons. 

Ten mining colonies were set 
up to exploit Colian's mineral 
deposits. Each had its own 
mines, dumps, stores and 
resource centres inter-linked by 
a complex network of shuttles, 
to transport minerals between 
the various installations within 
each colony and between 
colonies. 

Everything worked like 
clockwork until one day... IT 
happened. 

Out there in stationary orbit 
was an Empire Mother Ship, the 



enemy's most potent fighting 
machine. Missile attacks quickly 
took out Colian's defences, and 
the colonies waited for the end 
to come. 

But come it didn't, for the 
enemy fully intended to keep 
the colonies producing, but 
now it was for the production of 
components for the most 
awesome of weapons— 
Terrorpod Fighting Machines. 
These components were to be 
taken back up to the mother 
ship, for final assembly off the 
planet surface. 

Your mission is to discover 
the secrets of Terrorpod 
manufacture, by obtaining 
components. You start with a 
Defence Strategy Vehicle (DSV), 
a small trading drover, and an 
incomplete map of the area. 

Everything was OK for a 
while. You kept a low profile, 
trading a little here and there, 
top build up your mineral 
supply. Then the Mother Ship 
detected you and the enemy's 
strategy changed immediately. 
Now they were intent only on 
the destruction of every colony 
on Colian, together with the 
secrets they held. 

To succeed in Terrorpods, 
you will need to map all ten 
colonies, and gain an 
understanding as to howto use 
the many and varied game 
features, as well as how the 


various installations inter 
relate. 

To help you get started, 
Psygnosis has supplied a map 
with the game, with one of the 
ten colonies already marked, 
showing the shuttle routes 
between each installation. 

Once you know where 
everything is on Colian, you 
must then become a master of 
trade, learning where different 
minerals are considered 
valuable or cheap. 

Combine this aspect of the 
game with the requirement for 
fast reactions when avoiding or 
dishing out missile fire, and 
quick thinking when working 
out what to do next, and you 
have a game that will not be 
cracked over night. 

Congratulations are due to 
Psygnosis. In the past there 
games have been pretty but 
somehow lacked that vital 
playability. With Terrapods, 
everything has come right. 


► GRAPHICS _ 

► SOUND " C+VG 

► VAKUE m. HIT! 

► PLAYABILITY 
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SMOKIN’THE HALF PIPE 

Roar down the ramp and fly up the other side. Live on the edge where you 
go for rock ’n rolls, hand plants (shown here), leg plants, railslides, 


even methods. Get airborne for 720’s, ollies, front & backside aerials, 
and tweaks. 


SKATE & DESTROY 

Karate chop your way down the baddest alley in the neighborhood 
Smash up trash cans, bottles, fences, and the other guy. Rad skaters 
ramp off the cop car. 


BY MICHAEL KOSAKA, STEPHEN LANORUm' 


UNLEASH THE POWER OF 
YOUR IMAGINATION 


Fw a Ml broadsheet describing the complete range or information on yogr nearest stockist write to- 

“• ^ Un9lel '' Sl0 “» h - toksMra SL3 8VN. Or call our Customer 

Services Dept, on 0753 46465. 










































► MACHINE: CBM 64 

► SUPPLIER: RAINBIRD 

► PRICE: £9.95/£12.95 DISC 

► REVIEWER: IAN 

Andrew Braybrook has earned 
himself the right to be named 
one of the top games 
programmers. Ever since 
Andrew's first two major 
releases, Paradroid and 
Uridium, there has always been 
much impatient finger-tapping 
going on as Braybrook addicts 
wait for his next block-buster. 

The wait is over, for his latest 
offering is called Morpheus. 

The objective is incredibly 
simple, enter the charge- 
dominated universe, attack and 
destroy the orbitals, and shut 
down the nucleus. 

You begin with a standard 
spaceship, equipped with a 
short range plasma-beam. You 
are able to build and develop 
your ship by purchasing and 
earning extra weapons and 
systems. 

Points scored are converted 
into guineas, which in turn 
permit you to purchase your 
extra requirements. 

In all, there are fifty levels. 

The mysterious Morpheus is 
located on the final level. 

The screen display is split in 
two. The top display has player 
one's total points on the far left, 
and player two's to the front. 

A radar display is situated at 
the top centre of the screen and 
only shows the nucleus and the 
charged orbitals that are 
scatterd around the universe. 
The bottom display shows the 
playing area. On each and every 
level you must attack and 
destroy the charged orbitals 
which are defended by morphai 
particles. 

The morphai escape from the 
Orbital once it's under attack. 
Attacking the Morphai gives 
you valuable extra points. 

Immediately after the orbital 
has been destroyed, it collapses 
to become a Neutron Dwarf and 
the Radar display will turn red. 

As soon as the orbital has 
collapsed, you must whizz back 
to the Nucleus at the centre of 
the universe and destroy some 
of the bonus Morpheus 
symbols which are emitted by 
the decaying nucleus. 

The points gained from 
destroying these is invaluable. 
Once the nucleus has 


Each item has a menu, within 
this menu is a selection of 
alternative add-ons which 
include onboard systems, 
replacement hulls and extra 
weaponry. 

It is essential that you equip 
your ship with as many add-ons 
as you can, and as early as you 
can. 

The correct choice of add-on 
is also essential, as you will find 
out. The best way to get as far 
as you can in the game is to 
blast everything that you come 
across so that you get as many 
points as possible. 

Then when you return to the 
docking bay you will have 
plenty of guineas to splash out 
on what ever your heart desires. 

To tell you the truth, I was 
very disappointed with 
Morpheus. The originality of the 
game is great but the game play 
is extremely laborious. 

Probably the best thing about 
the game was the music and 


follower of the Braybrook 
arcade shoot — em' — up series 
and were hoping for another, 
then Morpheus may not be 
what you expected. 


completely disintegrated, your 
ship is transported back to the 
docking bay. 

As you progress through 
each level, the quantity of 
orbitals that have to be 
destroyed increases and all the 
time the morphai become more 
and more aggressive and begin 
to be less susceptible to your 
older weapons. 

When back at the docking 
bay, the points which were just 
gained are converted into 
guineas. 

If you were lucky enough to 
have gained quite a 
considerable amount of points, 
you may be able to commission 
your ship with a selection of 
systems and weapons to 
enhance your capabilities. 


sound effects. Steve Turner has 
done a neat job on these, the 
music has a good ryhthm to it 
and the sound effects up to 
Uridium and Alleykat quality. 

Morpheus is more of an 
arcade/strategy game, not the 
usual arcade shoot — em' — up 
that Andrew has been 
associated with in the past. 

Graphics are of the usual 
Braybrook quality, playability is 
tough but after a considerable 
amount of practice, playable. 

For those of you who are 
strategically minded, then 
Morpheus could be quite a 
challenge for you. If you're a 


.Morohm 


Overall, Morpheus is visually 
very good, only it's playability 
and lack of back drops let it 
down. If you had set your heart 
on buying Morpheus when you 
first read the previews, I 
suggest that you actually try the 
game out for yourself, before 
you decide. 

I'm not saying that the game 
isn't good, it's just that it didn't 
appeal to me and this may go 
for you as well. 

Give the game a test before 
you shell out your hard earned 
pennies. 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 



























































Fill in the coupon for FREE SOFTWARE 
Join the Electronic Arts 100 Gamers software test panel 


I: I. ■ C 7 I? N I C I? T 5 



Are you a games fanatic? If you are, read this, we may need your help. Electronic Arts 
are setting up the most exclusive group of gamers in the UK. The EA Software Test Panel. 

It’s simple. Every month you’ll be asked to test a new piece of software (FREE!) and tell 
us what you think about it. Your views are important- they will help us to develop better products. 
No charges, no catches and no obligations. No matter which machine you own, no matter 
which type of game you prefer or where you live - you may be eligible to join our panel. 

Just complete the coupon below and we’ll contact you early in the new year. 

ALL APPLICANTS WILL BE INCLUDED ON THE ELECTRONIC ARTS MAILING LIST. 


*lf you have already applied for a 
position on the Electronic Arts 
software test panel please do not 
respond to this ad. as your 
application is being dealt with. 


^ NAME. 

ADDRESS. 


Send coupon to 
The Software Test Panel, 
Electronic Arts, 11-49 Station Road, 
Langley, Slough, Berkshire SL3 8YN. 


POSTCODE. 


TEL NO 


.AGE. 


Which computer do you own?... 

How many games do you buy per month? 

How many hours per week do you spend 
playing games? 

How much do you spend on software games per month? 


£10 or less □ 

£11-15 □ 

£16-20 □ 

£ 21 + □ 


Which type of game do you prefer? 

Choose one or more of: 

action arcade D sports D advents 

fantasy/role playing □ stimulation D strafe 
creativity (drawing painting...) D 
Where to you normally buy your software? 


What computer magazines do you read regularly? 






























out of the sky and finally re-arm 
your ship between levels. 

All nice touches which make 
Thunderceptor stand above the 
normal shoot 'em up in terms of 
presentation. Graphically, the 
shoot 'em part is pretty good. 
Big ships, nice animation — but 
it lacks the sort of urgency that a 
classic zapper needs to keep 
you coming back for more. 

It's a scrolling shoot 'em up in 
the Defender/Salamander style 

— but falls short of the 
classiness of those two games. 

The action seems a mite slow 

— although it is difficult to zap 
the approaching enemy craft, 
which come in many and varied 
forms. Shame all the neat icon 
driven additions weren't 
coupled with a hotter game. 

► GRAPHICS 8 

► SOUND 6 

► VALUE 7 

► PLAYABILITY 8 


MACHINE: SPECTRUM 
SUPPLIER: GO! 

PRICE: £8.99 
REVIEWER: TIM 


driven menus and a load/save 
feature. Ever seen that on a 
zap-to-kill game before? No, 
neither have we. And it almost 
works — if only the shoot-'em- 
up part had been just a smidgen 
faster. 

Load in the game and you see 


a series of icons which allow 
you to load/save your hi-score 
and position in the game, check 
out your hi-score and any 
medals you may have won, look 
at the configuration of the 
enemy fleet and the number of 
these craft you have knocked 


Thunderceptor is an interesting 
attempt to turn the shoot-'em- 
up into a sort of arcade 
adventure. Thunderceptor, 
developed by Ernieware in the 
Netherlands, features icon 

, P--,;; - ;! ... 


► MACHINE: SPECTRUM 

► SUPPLIER: US GOLD 

► PRICES: £8.99 

► REVIEWER: TIM 


flying monsters. 

Each level has to be 
completed within a set time 
limit — ticking away at the top 
of the screen. So don't hang 
around killing monsters for too 
long. You can go back on 
yourself to pick up objects — 
but beware wasting too much 
time. 

If you reveal a question mark 
don't pick it up — shoot it first to 
uncover what the real object its 
hiding. 

Ignore the graphics and enjoy 
the game is my message. We've 
yet to see the other versions — 
but we know you've been 
waiting for this game with itchy 
joystick fingers, so watch out 
for more Rygar reviews in up¬ 
coming issues. Overall, 
Spectrum Rygar is slightly 
disappointing — compared with 
Elite's Thundercats, which is, 
we have to say it, a similar type 
of game. 

Spectrum owners should take 
a look at the game before they 
buy — this version could be for 
hardened Rygar fans only. 

► GRAPHICS 6 

► SOUND 6 

► VALUE 7 

► PLAYABILITY 8 


Yeah! Rygar, at last! Get the 
tape loaded up NOW! Nice 
loading screen — but what 
about the game! Hmmm. 
Graphics ain't that impressive. 
Rygar looks a bit wimpish and 
moves a bit oddly for my liking. 
And was that the first level? I've 
completed it without losing a 
life! Shock horror! On to level 
two — which is a bit more 
difficult. I'm starting to enjoy 
this a bit more now despite the 
dodgy graphics. 

And some of the effects — 
like the three creatures doing 
acrobatics, leaping on each 
others shoulders — are a bit 
neat. 

If you've not seen the coin-op 
you won't know that Rygar is a 
barbarian character trapped in a 
world full of largerthan life 
monsters, objects and weapons 
to be collected and, more 
importantly, a lot of fun to be 
had! 

The coin-op is a multi-level, 
horizontally scrolling game with 
stunning graphics, huge 
characters and great gameplay. 


The Spectrum version, we 
haven't seen any others yet, 
crept into our office just before 
we went to press with this 
issue, and initially it looks very 
disappointing. But ignore the 
graphics — maybe we're being 
spoilt by all those ST games — 
and play the game. Soon you'll 
be hooked. 

Although the first couple of 
levels are reasonably easy to 
complete you soon work out 
that almost all the elements of 
the coin-op are present — so if 
you have played the arcade 
version, you'll be able to use all 
those hard-learnt tricks in the 
computer version. 

As you hack 'n' slash your 


way through the assorted 
monsters you'll find some 
things are transformed into 
objects or weapons which will 
be useful to you in the future. 
Objects like: 

• The Star — gives you extra 
firing range. 

• The Crown — gives you extra 
firepower. You can kill more 
than one monster at a time. 

• The Tiger Head — allows you 
to kill monsters by jumping on 
their heads. Without this you 
can only stun them using this 
technique. 

• The Shield — makes you 
invulnerable for a short time. 

• The Sun — allows you to 
jump higher and have a crack at 
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Arcade Conversion 


DISTRIBUTED BY * 

N.M.C. LTD., 2 IFFLEY ROAD, 

LONDON W6 OPA. TEL: 01^846 9701 
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AMSTRAD CASSETTE 
AMSTRADDISC 
COMMODORE CASSETTE 
COMMODORE DISC 
SPECTRUM CASSETTE 


£ 8.95 
£ 14.9 5 
£ 8.95 
£ 14.95 
£ 7.95 


If you’ve ever had nightmares about falling 
helplessly into the depths* of space, then 
imagine that space dominated by a tyrannical 
creature whose evil surpasses even your 
deadliest dreams. 


The Salamander. 

The subjects of its cruel regime await 
desperately to be freed from the horrors of the ' 
Salamander’s slavery. 

You can free these unfortunate creatures only 
by annihilating this force of evil and destruction 
that lurks so monstrously over the edge of 
infinity. 

But if you don’t... 



For subscription details please send a S.A.E. to: 


KONAMI SOFTWARE CLUB 


KONAMI HELPLINE 




Bank Building, Bank Street, Newton Abbot, Devon TQ12 2JL. 


0626 56789 




► MACHINES: SPECTRUM 48/128/ 
+3/AMSTRAD/C64/ATARI ST 
►SUPPLIER: GO! 

► PRICE: £8.99 (SPECTRUM/£12.99 
+3) £9.99 (C64/AMS) £11.99/£14.99 
(C64/AMS DISCS) 

►VERSIONS TESTED: SPECTRUM/ 
AMSTRAD 

► REVIEWER: TIM 

Where's that terminal! The 
clock is running down too fast 
there've too many damn aliens 
in the way my ammo and 
energy are running low and I'm 
real close to destroying the 
bomb! It's action all the way as 
the Go! label kicks off with a 
real winner. 

Trantor gives you arcade 
action with a capital A! And it's 
probably the best game the 
Amstrad has seen for a long 
time. 

The scenario goes like this. 
Trantor is the sole survivor from 
a team of stormtroopers sent to 
the planet Nebulithon to 
destroy the deadly Quark Mk3 
bomb and restore peace and 
harmony to the galaxy. 


Someone sabotaged the 
stormtroopers' ship which was 
destroyed as soon as it landed 
in the underground complex 
where the bomb is hidden. 

Trantor escaped—but faces 
an additional hazard apart from 
the alien defence systems. His 
bosses implanted all the troops 
with a special bionic body- 
bomb just to make sure they 
completed the mission and . 
came back without pinching the 
bomb for their own evil 
schemes. 

This means that Trantor has 
to dash between security 
terminals in the underground 
complex resetting the timer on 
his body bomb. He gets just 90 
seconds to dash between the 
terminals which also dish out 
other goodies—like energy 
giving food, ammo and the all- 
important security letters 
which, made up into a whole 
password, will give you your 
beam code used to escape this 
hostile environment. 

In between you must fight off 


hoardes of droid defenders and 
some awesome looking Alien- 
type creatures. 

Run, shoot, duck and dodge 
your way through the ever 
changing tunnel complex. 
Search the lockers for extra 
equipment and watch out for 
the eight computer terminals. 

Without the code you're 
dead. It's easy to access the 
terminals—no fiddling about 
with keyboard controls. 

Just position Trantor in front 
of the terminal and pull down 
on the joystick. The screen 
changes and you see a print out 
of the code letter you've 
discovered as your time clock 
resets. 

Access the lockers and the 
game freezes while the 
contenets are displayed in the 
status readout at the top of the 
screen. 

Animation and graphics are 
excellent on both Spectrum and 
Amstrad versions. And 
gameplay is totally addictive. 
The Amstrad game is one of the 


most colourful and action 
packed that machine has ever 
seen. 

Watch out for the animated 
loading sequence which shows 
Trantor's ship slowly landing— 
and then detonating, leaving 
our hero all alone on the planet. 

At the end of each attempt 
you get a percentage rating and 
a cute comment on your 
performance. See if you can 
spot the rude remark about 
Fergus McGovern — the boss of 
the programming team Probe 
software. 

Sound isn't bad, specially on 
the +3. Trantor is a fine debut 
for a new label—and if this is 
the shape of things to come 
expect big things from Go! 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 
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are four meters. The Weee and 
Drunkometers speak for 
themselves, as does the Fart 
and the Smellometers, but 
these can be revealed by 
pressing the F key, and letting 
out a pretty whiffy poo! 

At first, the game is quite 
difficult to get the hang of, due 
to the slightly strange screen 
layout that lets you view the 
same room from two different 
angles, hence the new display 
feature, "Bastavision". 

As I've said, it's slightly 
confusing at first, but once you 


get used to it, it works 
exceptionally well. 

Graphics, although 
monochromatic, are very 
detailed and fit well into the 
overall structure of the game. 

I enjoyed it, and although it's 
fairly simple it's definitely one 
for your software wanted list. 

Watch out! Paul's coming 
back to sum up. 

Paul: I don't understand Lee 
liking this but that's his 
decision. In my view HTBACB is 
crude, tasteless and, even 
worse, unfunny. 

SPECTRUM CBM 64 AMSTRAD 


► GRAPHICS 7 

► SOUND 5 

► VALUE 7 

► PLAYABILITY 8 




around his brain. We look 
forward to his next one. 


► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 


► MACHINE: CBM 64/SPECTRUM 

► SUPPLIER: CASCADE 

► PRICE: £9.96/£14.95 (CBM)/£8.95 
(SPECTRUM) 

► VERSION TESTED: CBM 64 

► REVIEWER: PAUL 

Implosion is from the mind of 
16 year old Joe Booth, aided by 
graphics from John Cassells 
and sound by Fred Gray. It 
promises great things to come 
but, for me, it lacks that vital, 
almost indefinable ingredient 
which makes a good game. To 
be honest, I can't quite put my 
finger on the reason for it, but it 
fails to satisfy. 

The plot is weak. The Earth is 
under threat (yes,again) from a 
peril from deepest space. 
Nothing new and original about 
that, is there? It's the same as a 
hundred other games. 


meiosion 


Some nasty intelligence has 
managed to harness the power 
,of a White Dwarf star and 
created an artificial planet 
around it. That planet is now on 
a collision course with good old 
mother earth. 

And guess what? You must 
save the world. 

You do this by flying in and 
around the planet's protecting 
grid. Your craft can zip in and 
out of the grid which is very 
impressive. 

What you have to do is locate 
and destroy energy cells on the 
grid and collect the crystals of 
energy which are released. To 
get these you must duck and 
dive under the grid. But you 
must learn which are beneficial 
to your mission and those 
which will hinder it. 


It goes as follows: grey-extra 
life; green-extra energy; 
brown-extra points; pink-extra 
time; blue-saps energy; black- 
smart bomb. 

Eventually the grid will begin 
to break up and you must find 
the portal to gain entry to the 
next level. In all there are eight 
levels to penetrate. 

Of course there are various 
"anti-bodies” zipping in and out 
of the grid which must be 
destroyed before they destroy 
you. 

The game does look nice 
though, with its colourful grids, 
360 degree scrolling action, and 
the sound is nice. It's just that.. 

. well, I didn't get a great deal of 
fun out of it. 

But Joe Booth obviously has 
a lot of good ideas whizzing 


<o 


► MACHINE: SPECTRUM/CBM 64/ 
AMSTRAD 

► SUPPLIER: VIRGIN 

► PRICE: £7.95 (SPECTRUM)/£9.95 
(CBM)/£8.95 (AMSTRAD) 

► VERSION TESTED: SPECTRUM/ 
CBM 64/AMSTRAD 

► REVIEWER: AMSTRAD (PAUL)/ 
SPECTRUM AND CBM 64 (LEE) 

It wasn't long ago that Virgin's 
Richard Branson undertook a 
Government crusade to clean 
up Britain's litter. A noble 
cause. So, I ask myself, how 
come he allows this piece of 
rubbish onto the streets? 

This game, writes Paul, made 
me so angry. I found it crude, 
vile trash designed to cash in on 
Ade Edmondson's book of the 
same name. It's even worse 
than The Young Ones from 
Orpheus — and that's saying 
something. Come to think of it, 
that featured good old Ade as 
well. I wonder how he feels 
about putting his name to a 
couple of the worst games in 
existance? 


Okay, I'm getting too angry. 
So let's go over to Lee for his 
views. 

Hi, it's Lee here. Enough of 
the outbursts. This is what I 
think: 

Have you ever fancied being a 
complete and utter illegitimate 
person? (I've been asked by Tim 
not to use that certain word 
very often). Have you ever 
wanted to gatecrash a yuppie 
party, and throw up over 
someone? Well, I can't say that 
it has ever occurred to me, but 
apparently the gang at Virgin, 
and in particular, Ade, think you 
have, which is why they've 
released this game. 

It's basically a cross between 
The Young Ones from 
Orpheus, and Spy Vs Spy from 
Beyond. The overall object of 
the game, is to be as vulgar and 
as nasty as possible, and light 
up the phrase COMPLETE 
BASTARD, (sorry Tim, I didn't 
mean to use it!). 

At the bottom of the screen 
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Alpha House. 

-§. Tel: (0742) 75 


BASIL THE GREAT 
MOUSE DETECTIVE 


DEFLEKTOR 


No 


heroes 


No 


Foe 


Only 


r pure 

skill and technology as you guide ^ 
your lazer beams through a sea of 
danger, a pyramid of obstacles reflect 
it from mirrors, bounce it off walls, 
deflect it through lenses, ever 
calculating the angles, carefully 
judging it’s path towards the home 

receiver and then_.another 59 levels 

of frustration and mind boggling 
intrigue. Addictive. 

Compulsive. Only for 
those who can 
withstand defeat. 


From the basement of 221 b 
Baker Street, Basil and his 
faithful bloodhound Toby 
venture forward in search of the 
dastardly Ratigans hideout where 
poor Dr. Dawson is held against his 
will. What clues do they uncover 
amongst London’s famous 
landmarks? What disguises 
do they adopt in moving around 
the rodent underworld? It’s 
elementary my dear enthusiast, 
the answers are in the game. The 
question is do you have the 
skill to unearth them! 


£7.99 C 


AMSTRAD 
£9.99 C 
£14.99 D 
SPECTRUM 


CBM 64/128 
£9.99 C 





















































pedals” to the last 
ng moments, you’ll be banging 
five of the meanest, toughest 
ver pump pedals. And if that’s 
-tough the course is something 

C^akeholes, Aceholes, Boiders! 


Skunks, Snakes, Chasr 
Oiisiicks, Icepatches, Bridges, B< 
traps and much more. So clii 
aboard your Velo Mark IV and « 
off in pursuit of that covet 
Yellow Jersey and experience the ago 
and^ecstasy of 

cycling as it really V 


BM 64/128 
£9.99 C 
£14.99 D 
AMSTRAD 
» C £14.99 D 
!UM £7.99 C 
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own games. 

Simplicity is the key word for 
The Kit. All you need to use is 
the joystick and space bar. The 
manual is not too long to tax 
your powers of concentration 
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cost £14.95 on Commodore 
cassette, you're talking about a 
value for money buy as well. 
The whole thing is controlled 


has facilities which enable you 
to slide, mirror and copy. 

Background Editor: This 
allows you to design characters, 
build them into blocks and 
position them on a map of the 
game. 

Object Editor: Makes even the 
most complex sprite placing 
and animation simple. 

Sound Effects System: With 
this you can produce the 
weirdest firing, explosion and 
other incidental effects you will 
ever need. This is tremendous 
fun. I spent ages just listening to 



► MACHINES: CBM 64 

► SUPPLIER: OUTLAW 

► PRICES: £14.95 cass/£19.95 disk 

► REVIEWER: PAUL 

There are some products which 
almost make you tremble with 
their power and potential. The 
Shoot 'Em Up Construction Kit 
is one of them. 

Just imagine it. I am to 
computer programming what 
our Ad man Garry Williams is to 
healthy living. Yes, I admit. I just 
turn the machines on and play. 
But now, thanks to this 
wonderful product, I actually 
have the power to create my 


and is clearly written. 

It's from the minds of those f 
Wizbali wonders, Sensible 
Software, and will be marketed 
by Outlaw Productions, anew 
label from Palace Software, the 
people who brought you - 
Barbarian — the Ultimate 
Warrior. That pedigree alone 
should set you tingling with : 
anticipation about this 
construction set. 

It's so good that the brains at 
Outlaw think other software 
houses will use the set to \>g; 
produce their own games* 

That says something forth# 
powers of the program. And 
when you consider that it will 


from a main menu which gives 
you options to edit sprites, 
backgrounds, sound effects, 
attack waves etc. Choosing one 
of these options brings up a 
sub-menu with further options. 

The sound effects available 
are truly ama&ng. Hearing is 
believing. 

The set comes with four 
games which demonstrate just 
what you can achieve with it. 

Bight, obviously there is not 
|tHie space here for a detailed 
rundown of what you get, so 
here are the key facilities. 

Sprite designer: for those 
who don't already know, these 
are the things you see moving 
round the screen — ships, 
bullets, aliens, etc. The designer 


the most wonderful noises. 

It is also simple to design a 
game messages and credits 
with the Front End Designer. 

You can also use the Storage 
System to save and load at any 
stage. Hopefully, the guys from 
Outlaw will find ways of 
converting this to other 
machines. Meanwhile, if you 
have ever had any desire to 
create a game, then get this. 
Quite simply, it's brilliant. There 
are no ratings because they 
don't really apply. 

Hopefully, you'll be seeing 
my first game shooting to the 
top of the charts. It's 
provisionally called Kaptain Kid 
Krushes the Killer Kreatures. 
Software houses know where to 
contact me. 


► MACHINE. CBM 64 

► SUPPLIER: MIRRORSOFT 

► PRICE: £9.95 

► REVIEWER: IAN 

Don't worry, Zig-Zag isn't a re- 
release of the infamous 
DK'Tronics game which was 
written on the Speccy all those 
aeons ago! 

The game is set in a 3D 
landscape, with plenty of 
jpuzzles to solve and aliens to 
"zap. You are in control of a 
small, elongated ship which 
moves across the Zaxxon-style, 
scrolling playing area. Your 
tasks include collecting all eight 
crystal fragments which are 
scattered across a quantity of 16 
different zones, and then 


making your escape by finding 
the End Zone. 

There are two different built- 
in versions of the game, an 
arcade version and an arcade 
adventure version. This gives 
you the choice of being an all 


round blaster or an intrepid 
explorer. In each version, you 
will come across a variety of 
corridors, junctions and prisms 
which should be approached 
with great care and accuracy. 

You control your ship down 
| four-way, diagonal scrolling 
corridors which are connected 
by cross and t-junctions. The 
single, double and triple 
grouped prisms are positioned 
at right angles at the 
appropriate junctions. 

The arcade adventure version 
consists of a host of logical 
problems to solve. These come 
in the form of hidden junctions, 
corridors and prisms. These can 


be revealed by passing over 
small touch pads, which are 
found scattered along the 
chequered floors. Successfully 
operating the correct touch 
pads will ensure that you are 
able to delve deeper into the 
maze and achieve your goal. 

All junctions of the maze are 
open, and all hidden prisms are 
revealed. There are no logical 
problems to solve, just pure 
alien zapping from start to 
finish. There are seven types of 
aliens, each with three unique 
ways of attack. Each time you 
kill of an alien, you get a certain 
amount of points and cash. 
When you have accumulated 
enough cash, you'll be able to 
stop off at your nearest shop. 
You can buy anything from 
extra power to weapons. 

Zig-Zag is one of those games 
where it has to be played first 
before buying it. It will probably 
appeal to people who like 
games that are original and full 
of new ideas. 

► GRAPHICS 8 

► SOUND 7 

► VALUE 8 

► PLAYABILITY 7 
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POSITION 

TITLE 

SOFTWARE 

HOUSE 

MACHINE 

TYPE 

PRICE 

1 . 

Indiana Jones 

U.S.Gold 

Spectrum 

8.99 

2. 

World Class Leaderboard 

U.S. Gold 

C64 

9.99 

3 . 

Renegade 

Imagine 

Spectrum 

7.95 

4 . 

Mercenary 

Novagen 

Spectrum 

9.95 

5 . 

Renegade 

Imagine 

C64 

8.95 

6 . 

TaiPan 

Ocean 

Spectrum 

7.99 

7 . 

Bubble Bobble 

Firebird 

Spectrum 

8.95 

8 . 

World Class Leaderboard 

U.$.Gold 

Spectrum 

8.99 

9 . 

Exolon 

Hewson 

Spectrum ■ 

7.99 


pp|i 

10. 

Super Sprint 

Activision 

C64 

9.99 

ragj 

11 . 

LastNinja 

System 3 

C64 

9.99 

liffpll 

Sfr : jfv' 

Wr&yW ' 

$iM 
1 0 

12. 

Indiana Jones 

U.$.Gold 

C64 

9.99 

13 . 

Mega Apocalypse 

Martech 

C64 

8.95 

14 . 

TaiPan 

Ocean 

C64 

8.95 

15 . 

Bubble Bobble 

Firebird 

C64 

8.95 

16 . 

Solomon's Key 

U.S. Gold 

C64 

9.99 

17 . 

Epyx Epics 

U.S. Gold 

C64 

9.99 

18 . 

Barbarians 

Palace 

Spectrum 

9.99 

19 . 

RoadRunner 

U.S. Gold 

Spectrum 

9.99 


20. 

SummerGold 

U.S. Gold 

Spectrum 

9.99 

.h 12 


21. 

Computer Hits 4 

Beau Jolly 

Spectrum 

9.95 

3 


22. 

RoadRunner 

U.S.Gold 

C64 

9.99 

23 . 

Super Sprint 

Activision 

Spectrum 

9.99 


j 

24 . 

Living Daylights 

Domark 

Spectrum 

9.95 


T] 

25 . 

SummerGold 

US. Gold 

C64 

9.99 


26 . 

Xecutor 

Edge 

Spectrum 

7.99 


27 . 

Sidewize 

Firebird 

Spectrum 

9.99 

. 'ifsSrP | 

28 . 

Ace 2 

Cascade 

C64 

9.99 

S3 

29 . 

Renegade 

Imagine 

Amstrad 

8.95 

30 . 

Enduro Racer 

Activision 

Spectrum 

9.99 



































































































fighters to modern powerhouses 
capable of over three times the 
speed of sound. You are not told 
how they perform, it is your job 
to find out and record it. 
Particular fun are three fictional 
aircraft, all similar-looking 
modern jets with very different 
ways of behaving in the air. 

The program works in real 
time in a 'world' that has three 
different airports and a number 
of aircraft 'obstacle courses'. 
These can also be used for 
aircraft racing - at below 100 
feet in one case - and for 
formation flying stunts. These 
are not to be attempted until 
you've really worked out how to 


fly. 

Some of the options offered 
seem unecessary, like the ability 
to look through the aircraft's 
floor or tail, or move outside it in 
flight to see yourself from a 
chase plane or a satellite, or 
employ an eight-times zoom to 
look at an object. 

Altogether this is the best, the 
most realistic, and the most 
comprehensive flight simulator 
that I've seen on the market. 


► GRAPHICS 

► REALISM 

► PLAYABILITY 

► VALUE 


► MACHINE: AMIGA 

► SUPPLIER: ANCO 

► PRICE: £9.95 

► REVIEWER: CHRIS 

Hurray! What am I cheering 
about? Well, one of my all time 
favourites has finally been 
produced on the Amiga. What is 
it? Pac-Man of course. 

Yes, they've finally brought 
out a Pac-Man for the Amiga. I 
thought that being such an old 


game, software houses would 
forget all about this classic and it 
would be lost forever. This 
Pac-Man is not the original as 
produced by Atari, but it's by 
Anco and is called Cruncher 
Factory. 

Your aim in Pac-Man is to 
guide your little yellow 'ball with 
a gob' around a maze and eat all 
of the little white dots or pills. 
This would be quite boring on its 
own, so you also have to watch 
out for the ghosts. Woooooh! 

The ghosts are nasty creatures 
who like nothing better than to 
chomp on your bones. There are 
four ghosts in Pac-Man , and so 
there are four in Cruncher. But 
Cruncher has one special 
feature. Well, it's not exactlky a 
feature, more a gimmick. With 
the press of a few keys, the 
ghosts will all transform 
themselves into nastly little Atari 
logos, and your little yellow 
spheroid will turn into the 


famousTAmiga Ball'. 

This has no real use, but 
nevertheless it is quite fun to see 
an Atari logo legging it away 
from a little red and white ball 
which has just consumed a 
power pill. 

A power pill? Yes, a power pill 
is a small green pulsating dot 
which will give Pac-Man super 
munching strength for around 15 
seconds, more than enough time 
to get his revenge. 

There are four power pills per 
level, well at the start anyway. 
You see, one of the interesting 
things about this great version is 
the fact that, if you wish, you 
can create your own Pac-Mazes, 
or edit an existing one. The disk 
comes supplied with 30 different 
mazes and an extra 40 can be 
added. This brings me to the 
only sour note. 

The game disk is copy-editied, 
to protect piracy and the like. 
Smart move, right? Wrong. 


Because the disk is protected it 
means that you can only save 
your mazes on the original disk, 
very dodgy. What Anco should 
have done is offer a 
non-protected version for a few 
pounds more if you send them 
the original disk. A number of 
companies are already practising 
this including Electronic Arts, 
authors of the fantastic Deluxe 
Paint. 

Still, that's only a little 
problem, nothing to affect 
gameplay. 

So, what have we got. A really 
neat and extremely fast version 
of the arcade classic with extra 
bits like a screen editor. Nice 
graphics, although not what you 
call Amiga standard, and 
the sound isnt much cop either, 
but it has it where it counts. 


GRAPHICS 

REALISM 

PLAYABILITY 

VALUE 


.Mit 

o 


MACHINES: CBM 64/IBM 
TANDY 

► SUPPLIER: ELECTRONIC 
ARTS 

► PRICE £16.95 disc 

► VERSION TESTED: CBM 64 

► REVIEWER: STEVE 

Often when somebody famous 
endorses a computer game, the 
game isn't very good. The 
legendary Brigadier-General 
Charles Yeager, US Air Force, 
first man to break the sound 
barrier, is an exception, and so is 
this game. It is demanding and 
difficult, and you won't master it 
in a week, but like flying it's well 
worth the effort. 

This is a flight simulator, not a 
combat simulator or wargame 


(we are promised those 
later). The only things you 
really need to think about 
are the joystick and throttle. 
But anyone trying to fly like an 
arcade game soon learns 
differently - the controls 
are very sensitive and very 
realistically tuned. Part of the 
program actually teaches you 
the basic manoeuvres of flying in 
a Cessna trainer, first with the 
'instructor' in control, then with 
you coping solo. 

The core of the program is a 
Flight Test simulator which 
allows you to test fly any one of 
fourteen different aircraft, 
ranging from World War One 
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rnany embarrasing questions to 
answer about just how this was 
allowed to happen. 

Botsneda's closeness to the 
mainland is of great strategic 
advantage to the enemy. Cobra 
cannot be allowed to consolidate 
their position, nor must they 
have the time to retrieve and 
analyse the classified 
information left behind on the 
installation. 

Time is of the essence; but 
conventional forces cannot be 
used because their planning and 
deployment wilt take time. 

The eastern sector of the 
military installation was a spy 
base which collected 
information about COBRA 
personnel and tactics. The main 
database is on hard disc attached 


► MACHINES: C64/SPECTRUM/ 
AMSTRAD 

► SUPPLIER: VIRGIN GAMES 

► PRICE: £7.95 (Spec) £8.95 (Ams) 
q qc 

► VERSIONS TESTED: C64 
/SPECTRUM 

► REVIEWER: TIM 


This is, quite simply, Virgin's 
best release since Dan Dare. And 
it comes as no surprise that, like 
DD, Action Force has been put 
together by The Gang of Five. 
It's based on the comic/toys of 


The small island of Botsneda, 
just off the mainland, was 
heavily populated by civilian and 
military personnel. A ruthless 
attack by COBRA, the enemy, 
meant the evacuation of civilians 
from the tourist resorts of 
Botsneda. 

The military istallation was not 
so lucky. Despite the latest early 
warning systems guarding the 
installation, they only realised 
they were being attacked after it 
was too late to retaliate. 

The only sensible option was 


to the computer. 

Gun-happy Dreadnoks may 


the same name - but don't let 
that put you off. Like ~V 
Thundercats, also reviewed this 
ish, the game stands up in its 
own right as a good, solid 
blaster. 

But there's a bit of arcade 
adventure and strategy thrown 
in for good measure - making 
Action Force one of the few 
games around right now that will 
last beyond the first few plays. 

True to form Gang has 
put together two completely 
different games on the Spectrum 
and 64. OK, so some of the 
elements are the same - but if 
you've got a 64 don't expect to 
be able to beat the game on your 
mate's Spectrum. 

Meanwhile on with the review. 
First we'll take a look at the 
scenario. 


Horce 


to withdraw, which was carried 
out swiftly. However, the allied 
forces destroyed much of the 
installation to prevent it falling 
into enemy hands. The eastern 
sector of the installation could 
not be destroyed during the 
attack as there wasn't time, and 
certain classified information 
may now be in the evil clutches 
of COBRA! The allies will have 


well have destroyed it, but the 
risk cannot be taken. If the 
enemy studies the itelligence 
information they will know how 
to change their tactics and 
defence systems to defeat the 
allied forces. Alas, the 
information will take years to 
replace. 

A crack squad is needed to 
mount an immediate raid to get 
back the information (if it is still 
intact) and get out again. 

The Action Force squad will 
land on the western sector of the 
island, cutting straight through 
enemy defences. A.W.E. Striker 
and Dragonfly are to carry out 
the raid. 

The All Weather and 
Environment Striker has 
four-wheel drive and is capable 
of speeds of 60 MPH cross 
country. Roll bars protect both 
passengers. Its biggest assests 
are its manoeuvrability, speed 
and smooth passage over rough 
terrain. 

A.W.E. Striker carries delicate 
tapping equipment necessary to 
retrieve the classified 
information from the hard disc. 

Graphics vary in all versions. 
The 64 version has jets, 
mini-copters, energy barriers all 
on a background of iron girder 
type constructions. 


The Spectrum version has 
detailed buildings and tanks and 
gun emplacements - which 
reminded me a bit of Green 
Beret, although the game is 
totally different. 

The Striker and the Dragonfly 
chopper look different in both 
games, although the basic 
principle of protecting the Striker 
by flying the Dragonfly around 
blasting a clear path while at the 
same time moving bits of bridge 
around are the same. 

I found the C64 easier initially 
for although the Spectrum 
version is more challenging it 
takes more time to get into. 

You have to move quick - in 
both versions - dodging enemy 
fire while making sure the 
bridges are in place for the 
Striker to cross. 

There are eight challenging 
levels to complete - each with 
different hazards and enemies to 
overcome, lots of tactics to be 
learned and plenty of 
opportunities for all you tipsters 
to be learned and plenty of 
opportunities for all you tipsters 
to get you maps and tips printed 
in ideas central! 

Great presentation, with info 
screens appearing between 
levels giving details about the 
next set of enemies you'll 
encounter, nice hi-score charts, 
nice sound effects - the works! 

Great to see Virgin come up 
with a winner after so many 
disappointing games this year. 


GRAPHICS 

SOUND 

VALUE 

PLAYABILITY 
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Verooom! One of these incredible Karts could 
be yours if you are the winner of our absolutely 
amazing Buggy Boy competition! 

Elite will present the first prize winner with a 
brand new Cadet class or Britain class kart 
from top manufacturers Zip Karts. 

Each kart is worth over £500 and will be 
ready to race! Karting is an extremely popular 
form of motorsport - many top Grand Prix 
racing stars, including Britain's best Nigel 
Mansell, started their racing careers in karts 
like tha machines we’;re giving away. 

There are full championship race series for 
both classes of kart held in the UK - and the 
final for the Cadet class will be held at 
Silverstone as part of the British Kart Grand 
Prix meeting. 

Who knows, YOU could be on the starting 
grid next year! 

• The top prize - a ready to race Zip Kart will 
presented to the winner at a special ceremony 
early next year. 

• Ten runners up will get a copy of Elite's 
brilliant Buggy Boy game. 
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What we’d like you to do is 
design your very own 
personal customised 
buggy. C + VG’s car crazy 
designer Craig Kennedy 
has come up with his 
perfect vehicle just to give 
you some idea what we 
want. Feel free to pinch 
some of Craig’s ideas - but 
we’d prefer you to use your 
own imagination to design a 
set of hot wheels for the 
Computer Age. You can use 
anything you like to create 
your picture - but don’t 
forget to fix the special 
entry coupon firmly to your 
picture. Send your entry to 
Computer and Video Ganes, 
Buggy Boy Competition, 
Priory Court, 30-32 
Farringdon Lane, London 
EC1R 3AU. Normal C+ VG 
rules apply, closing date is 
December 16th and the 
Ed’s decision is as final as 
the chequered flag! 


Uchl VYMtX 
oJt C+V/C^ ( me ) 




COlKpiMOK 




four tjkcft.1 c) flue, jl. 
~t~ RlDt 


loor we*. 


C + VG/ELITE KOP A KART KOMPETITION! 


Name..., 

Address 


Age. 

Computer owned C64Q 
SpectrumH AmstradQ 
(tick box) 

Please fix this coupon 
securely to your entry 


































nut, more nive oiativ 

hearted wiiains as your 
marauding trio run Hot through countless 
' ess after 
rou can’t 


Medieval landscapes, laying to waste £p 
fortress, castle after castle. Obvious 
expect to have it all your own way, theiie’ll to 
from the peasants and gentlefolk and ' 

* masters but let that not deter three 

* rogues on a path of demolition and destruction. 
^ Comp^^^^st moving action ^ ^ ^keep 

£9!s9^$ £9.99CAS%» 

£1i.990Si £WJ9DIS^|piPE 


worldwide by Go! Media Holdings Limited. 























































good“eL U Jnthe wayfromthe ® P52 0 ^ TRUN ' the ultimate driving 

Birmingham boys at US Gold. Read ail P 63 GAUNTLET II - Enter tha 
about Out Run, a potential Christmas ET Enter t * ie 

Numero uno. Check out coin-op 

conversions like Gauntlet II, 720°, Side Arms P57 eo ; “ action, adventure and 
and Speed Rumbler. Learn the secrets of entertainment! 

Impossible Mission 2 and zap yourself silly P60 ARCADE BLASTERS - coin-op 
with Laser Tag on the new Go! label. But conversions, 
first, burn rubber with the year's most P64 MOVIE MONSTERS-meet 
exciting driving game - Out Run! Charlie Chaplin. 





















IT'LL TURN YOU INSIDE OUT! 



AMSTRAD, COMMODORE 
£9.99 tape, £14.99 disc 
SPECTRUM £8.99 
ST, AMIGA £19.99 


Never before have you seen a 3D game as Impressive as thlsl You play a 
burglar hunting around an astoundlngly realistic house In which every 
object Is carefully defined In 3D-space — you c an even look behind pictures, 
play snooker and open lids of cupboards! Seek the gems hidden within the 
house, or you may never get out... One of those rare games that will keep 
you coming back for one more try for the solution months after you buy It. 

THE EDGE. 36/38 Southamnton Street. London WC2E 7HE 
























































SHEKHANA COMPUTER SERVICES 







OUR 

PRICE 

•••SEGA-*- I;:. 


MASTERSYSTEM 

99.95 

LIGHT PHASER 

44.95 

3-D GLASSES 

39.95 

CONTROL STICK 

14.95 

MYHERO 

14.95 

GHOST HOUSE 

14.95 

TEDDY BOY 

14.95 

TRANSBOT 

14.95 

SUPER TENNIS 

14.95 

F-16 FIGHTER 

14.95 

MISSILE DEFENCE 3-D 

24.95 

SPACE HARRIER 

24.95 

OUTRUN 

24.95 

ROCKY 

24.95 

ZAXXON 3-D 

24.95 

CHOPLIFTER 

19.95 

FANTASY ZONE 

19.95 

BUCK BELT 

19.95 

ACTION FIGHTER 

19.95 

PRO WRESTLING 

19.95 

GREATGOLF 

19.95 

WORLD SOCCER 

19.95 

THE NINJA 

19.95 

ALEX KIDD 

19.95 

WONDER BOY 

19.95 

QUARTET 

19.95 

ZILLION 

19.95 

ENdURO RACER 

19.95 

WORLD GRAND PRIX 

19.95 

SECRET COMMAND 

19.95 

ASTRO WARRIOR/PIT POT 

19.95 

ALEX KIDD IN MIRACLE WORLD 19.95 

SHOOTING GALLERY 

19.95 

GANGSTER TOWN 

19.95 

^UJ.HIJLJdJI.I.UWJJTD 


DELUXE SET 

159.99 

CONTROL DECK 

99.95 

GYROMITE 

32.95 

STACK-UP 

32.95 

DUCK HUNT 

29.95 

GUMSHOE 

29.95 

HOGANS ALLEY 

29.95 

EXCITE BIKE 

29.95 

MACH RIDER 

29.95 

WRECKING CREW 

29.95 

GOLF 

19.99 

BASEBALL 

19.99 

SOCCER 

19.99 

TENNIS 

19.99 

10YARD FIGHT 

19.99 

URBAN CHAMPION 

19.99 

SUPER MARIO BROTHERS 

19.99 

BALLOON FIGHT 

19.99 

CLUCLU UND 

19.99 

ICE CLIMBER 

19.99 

KUNG FU 

19.99 

PINBALL 

19.99 

-••BBC--- 


SPITFIRE 40-D2 

7.95 

ARKANOID 

7.50 

URIDIUM 

7.95 

CRAZY RIDER -D1 

7.95 

TRIVIAL PURSUIT-D4 

12.95 

ELITE-D4 

11.95 

ELITE - (3.5‘ DISK) 

16.95 

REVS-D2 

10.95 

REVS - (3.5‘ DISK) 

16.95 

ELITE-ELECTRON 

1*1.95 

PAPER BOY-D2 

7.95 

HHB3EI3SS3B 

ACE 2 - (+ 40NLY) 

7.95 

ACE-C16 

7.95 

ACE-( + 4 ONLY) 

7.95 

GUNSLINGER-Cl6 

4.99 

GREMLINS-C16 

4.99 

BEACHHEAD-(C16& +4) 

4.99 

ELITE HIT PACK-Cl6 

8.50 

SCOOBY DOO-C16 

6.95 

JETSETWILLY(C16& +4) 

6.95 

BOMB JACK 2-Cl6 

6.95 

B.CLOUGHS FOOTBALL( + 4 

ONLY) 

13.95 

PAPER BOY-Cl 6 

6.95 

| 'MSX" 


SILICON DREAMS 

13.99 

WINTER GAMES 

7.99 

SURVIVOR 

7.99 

WORLD GAMES 

7.99 

KNIGHT ORC 

13.99 

GNOME RANGER 

8.50 

VAMPIRE KILLER-MSX2 

20.95 

MAZE OFGALIOUS 

18.95 

THEGOONIES 

17.95 

PENGUIN ADVENTURE 

17.95 

CUBERT 

17.95 

JACK THE NIPPER 

7.95 

TRAIL BLAZER 

7.95 

FUTURE KNIGHT 

7.95 

JET SET WILLY 2 

7.95 

ACE OF ACES 

7.99 

MONKEYACADEMY 

17.95 

JEWELS OF DARKNESS 

13.99 


Order by credit line 01-348 2907 (24 hrs) 


OUR 

PRICE 


BUBBLE BOBBLE-D1 6.95 

FLYING SHARK-D1 6.95 

ELITE 6 PACK II-D2 7.95 

DRUID II - D1 6.95 

REVS PLUS-D1 7.50 

BARBARIAN-D2 7.50 

RENEGADE-D2 6.95 

SOLOMONS KEY -D2 7.50 

SOLID GOLD-D2 7.99 

ANNALS OF ROME-D3 10.95 

MEGA APCALYPSE - D2 7.50 

OUT RUN-D2 7.50 

WORLD CLASS LBOARD-D2 7.50 
ADVANCED ART STUDIO - D5 19.95 
GUILD OF THIEVES (DISK ONLY) *14.95 
QUEDEX-D2 7.50 

GAUNTLET II-D2 7.50 

STAR WARS-D2 7.50 

NOT A PENNY MORE 12.95 

INDIANA JONES-D2 7.50 

BARDS TALE-DISK 12.99 

KNIGHT GAMES II-D2 7.50 

TRACKS FIELD-D2 6.95 

BATTLE OF GUARDALCANAL-D2 7.50 


ARMAGEDDON MAN - D2 
JACK THE NIPPER II-D2 
HIGH FRONTIER -D2 
DEATH WISH 3-D2 
THE LAST NINJA-D2 
TRANTOR-D2 
ONTHETILES-D1 
CALIFORNIA GAMES-D2 
IMPLOSION-D2 
+ MINI OFFICE II-D4 
BISMARK-D2 
MARBLEMADNESS-D2 
ENDURO RACER-D2 
AZIMUTH HEAD ALIGNMENT 
ELITE-D3 

SILICON DREAMS-D2 
MYSTERY OFTHE NILE-D1 
SIDE WIZE-D1 
TRIVIAL PURSUIT-D4 
MAGNATRON - D2 
ACE2-D2 
TANK-Dt 
SLAINE-D2 
KNIGHT ORC-D3 
JEWELS OF DARKNESS-D2 
BANKOK KNIGHTS-D2 
FOOTBALL DIRECTOR 
OOP ART STUDIO -D3 
INFILTRTOR 1+2-D2 
WARGAMES CONS-DISK 
CARRIER FORCE-DISK 
AIRBOURNE RANGER-D4 
DEFENDER OF CROWN-DISK 
STEALTH FIGHTER-D4 
ALT WORLD GAMES-D2 
PHM PEGASUS -D2 
G. LINEKERS FOOTBALL-D2 
SORCEROR LORD- D3 
SIDE ARMS-D1 
COMBAT SCHOOL-D2 
FLASH POINT-D2 
GRYZOR-D2 
MAD BALLS-D2 
PHANTYS- D2 
PSYCHO SOLDIER-D2 
RASTAN-D2 
VICTORY ROAD-D2 
LUCAS FILMS 4-D2 
RAMPAGE-D2 
GALACTIC GAMES-D2 
KNIGHTMARE-D2 
CHARLIE CHAPLIN-D2 
720-D1 
RYGAR-D2 
JACKEL-D2 
SUPER HANG ON-D2 
PEGASUS BRIDGE-D3 
THUNDERCATS-D2 
DRILLER -D2 
COMPENDIUM -D2 
BLOOD VALLEY-D2 
NEBULUS-D2 
MORPHEUS-D2 


10.95 
7.50 
7.50 
7.50 
7.50 
7.50 
6.95 
7.50 
7.50 

14.95 
7.50 

7.99 

6.95 

7.95 

11.95 

11.95 

6.95 
6.70 

12.95 
6.95 
7.50 

6.95 
7.50 

11.95 
11.95 

7.50 

6.95 

11.95 

7.95 

14.95 

24.95 

12.95 

12.99 

12.95 
7.50 
7.99 
7.50 

10.95 
7.50 
6.95 
6.95 
6.95 
6.95 
6.95 
6.95 
6.95 

6.95 

7.95 
7.50 
7.50 
7.50 
7.50 
7.50 
7.50 

6.95 
7.50 

10.95 

7.50 

7.50 

7.95 
7.50 

6.95 
6.95 


THROUGH THE TRAP DOOR-D2 7.50 


ROY OF THE ROVERS-D2 
BRAVESTARR - D2 
RAMPARTS-D2 
SEPTEMBER-D2 
FIRETRAP - D2 
EYE-D2 

STREETBASEBALL-D2 
GNOME RANGER-D2 
DELUXE SCRABBLE-D3 
LIVE AMMO-5 HITS-D2 
FOOTBALL MANAGER II -D2 
IMPOSSIBLE MISSION II -D2 
JINXTER - DISK 
RED L.E.D -D2 
MASK - D2 

GAMESET&MATCH-D4 
DESTROYER-DISK ONLY 
FIREZONE - D3 
GUNSHIP-D4 
TAI PAN - D2 
WORLD TOUR GOLF-D2 
MEAN STREET -D2 
INTER KARATE PLUS - D2 
ENCOUNTER-D2 


7.50 

7.50 

7.50 

7.50 

7.50 

7.95 

7.50 

7.95 

10.95 

7.95 
7.50 
7.50 

14.95 

6.95 
7.50 

10.95 
12.99 

10.95 

12.95 
6.95 
7.99 
7.50 
7.50 
7.50 


BUGGY BOY-D2 
SPY CATCHER-D3 . 
LEATHER NECKS-D3 
FINAL FRONTIER-D3 
FORTRESS AMERICA-D3 
YOGI BEAR - D2 
SHOOT EM UP CONS KIT-D4 
GEEBEE AIR RALLY-D2 
AMXMOUSE 
+ C2NDATARECORDER 
NEOS MOUSE + CHEESE 
PHANTOM 
EXPERT + ESM 
+ ACTION REPLAY MK.3 
FREEZE MACHINE 
SLIMLINE 64 KEYBOARD 


OUR 

PRICE 


7.50 

10.95 

10.95 

10.95 

10.95 
7.50 

12.99 
7.50 

69.95 

29.95 

29.95 

75.99 

28.99 

28.99 

27.99 

19.95 


BARBARIAN (PYGNOSIS) 
HITCHHIKERS GUIDE 
CALIFORNIA GAMES 
DEFENDER OF THE CROWN 
KNIGHT ORC 
JEWELS OF DARKNESS 
STARGLIDER 
GUILD OF THIEVES 
THE PAWN 
SILICON DREAMS 
JINXTER 

CARRIER COMMAND 
TIME&MAGIK 
DICK SPECIAL 
TERRAPODS 
LEISURESUIT HARRY 
3D HELICOPTER SIMULATION 
POLICE QUEST 
THEXDER 

TRAPKFR 

EARL WEAVERS BASEBALL 
SKYFOX 

GNOME RANGER 
MARBLE MADNESS 
CHAMPIONSHIP FOOTBALL 
FLIGHT SIMULATOR II 
KAMPFAGRUPPE 
LEADERBOARD 
PHANTASIE 3 
S.D.I 

ULTIMA 3 
GAUNTLET 
LURKING HORROR 
IMPACT 
10X3.5“ DISKS 


STAR TREK 

SUB BATTLE SIMULATION 
S.D.I 

MERCENARY COMPENDIUM 

LEADERBOARD 

JOYSTICK EXTENSION LEAD 

GETTYSBURG 

TRIVIAL PURSUIT 

SKULLDIGGERY 

BLACK LAMP 

GNOME RANGER 

BAIRDS TALE 

DEFENDER OF CROWN 

SKYFOX 

DEGAS ELITE 

CAPTAIN AMERICA 

WIZARDS WARZ 

BRAVE STARR 

ENDURO RACER 

ARKANOID 

WIZBALL 

FLYIING SHARK 

NORD&BERT 

GAUNTLET II 

BACKLASH 

ALT WORLD GAMES 

G. LINEKER FOOTBALL 

RANA RAMA 

THEXDER 

POLICE QUEST 

3D HELICOPTER SIMULATION 

LEISURESUIT HARRY 

BARBARIAN (PALACE) 

BARBARIAN (PYGNOSIS) 

TERRAPODS 

RENEGADE 

SCENERY DISK III 

FLIGHT SIMULATOR II 

TRANTOR 

TAI PAN 

ULTIMA 3 

BUBBLE BOBBLE 

SENTINAL 

DICK SPECIAL 

TIME&MAGIK 

CARRIER COMMAND 

JINXTER 

UNIV'L MILITARY SIMULATOR 

ADVANCED ART STUDIO 

TRACKER 

STARGLIDER 

JEWELS OF DARKNESS 

KNIGHT ORC 

THE PAWN 

GUILD OF THIEVES 

SILICON DREAMS 

AIRBALL 

AIRBALL CONST KIT 
CHESS MASTER 2000 


19.95 

24.95 

19.95 

24.95 

14.95 

14.95 

19.95 
19.95 

19.95 

14.95 

19.95 

14.95 

19.95 
19.95 
19.95 
19.95 
19.95 
.19.95 
19.95 
19.95 

19.95 
12.99 
12.99 

15.95 

19.95 

39.95 

24.95 

19.95 

19.95 

24.95 

19.95 
19.95 
19.95 
12.99 
19.95 


14.95 

19.95 

24.95 

19.95 

19.95 
6.95 

24.95 

14.95 

15.95 

14.95 

12.99 

19.99 

24.99 

12.99 

22.95 

14.95 
14.95 

14.95 

19.95 

14.95 
14.95 

14.95 

24.95 

14.99 

14.95 


19.99 

19.99 


12.99 
19.95 

19.95 

14.95 

19.95 

39.95 

14.99 

14.95 

19.95 

14.95 

14.95 

19.95 

14.95 

19.95 
19.95 
19.95 
19.95 
19.95 

19.95 

14.95 

14.95 

19.95 

19.95 

14.95 

19.95 

12.95 

16.95 


GNOME RANGER 
KNIGHT ORC-D2 
JINXTER-DISK 
ACE OF ACES 
DRUID -D2 

GUILD OF THIEVES-D2 
JEWELS OF DARKNESS-D2 
SILICON DREAMS-D2 
TRIVIAL PURSUIT-D4 


7.95 

11.95 

16.95 
7.95 
7.95 

11.95 
11.95 

11.95 

12.95 


•HARDWARE'’- 
•SPECIAL OFFERS’•• 


C64 CONNOISSEUR COLLECTION 
PACK 

CBM 64C COMPUTER 
C2N DATA RECORDER 
NEOS MOUSE AND CHEESE 
6 X SOFTWARE 
GRAND MASTER CHESS 
CLUEDO, MONOPOLY, SCRABBLE 
PITMAN TYPING TUTOR 
AND RENAISSANCE. 

PLUS FREE 2 GAMES CASSETTES. 
R.R.P £199.99 £189.95 

CBM 64C COMPUTER 
C2N DATA RECORDER 
FANTASTICK III JOYSTICK 
PLUS FIVE FREE GAME CASSETTES. 
R.R.P £179.95 £169.95 

128 COMPUTER COMPENDIUM PACK 
COMMODORE 128 COMPUTER 
COMMODORE DATA RECORDER 
COMMODORE JOYSTICK 
MUSIC MAKER KEYBOARD 
FREE SOFTWARE: 

SPIRIT OF THE STONES CASSETTE 
JACK ATTACK CARTRIDGE 
INTERNATIONAL SOCCER 
CARTRIDGE 

R.R.P £279.95 £259.95 


1541C DISK DRIVE 

PLUS FREE: 

20 BUNK DISKS 

PLUS FREE GAMES DISK 
R.R.P £199.99 

£189.95 

COMMODORE 64C COMPUTER 

SEIKO SHA SP180 VC PRINTER 

R.R.P £349.95 

£309.95 

COMMODORE 1901 

MONITOR 

COLOUR 

RGB + PAL SWITCH 

R.R.P £299.95 

£289.95 

SEIKOSHA SP180 VC PRINTER 

WITH SERIAL CABLE AND 


EASY SCRIPT WORD PROCESSOR 

R.R.P £199.95 

£179.95 

COMMODORE 64C 

PLUS FREE GAME 

R.R.P £169.95 

£149.95. 

COMMODORE Cl 28 COMPUTER 

R.R.P £199.95 

£179.95 


COMMODORE PLUS 4 COMPUTER 
PACK 

PLUS 4 COMPUTER 

CBM DATA RECORDER, JOYSTICK 

PLUS FREE: 

10 CASSETTE SOFTWARE 
THREE CARTRIDGE SOFTWARE 
R.R.P £99.95 £79.95 

DISK DRIVES: 

EXCELERATOR + 

£149.95 

EXCELERATOR + AND GEOS 
R.R.P £159.95 £155.95 
EXCELERATOR + GEOS PLUS 
FREEZE MACHINE. 

R.R.P £179.95 £175.95 

ZX SPECTRUM PLUS 3 
PLUS JOYSTICK 

PLUS 6 GAMES £199.00 

AMIGA 500 + MOUSE + DELUXE 
PAINT 

PLUS FREE 10 X DISKS 

R.R.P £575.00 £525.00 

ATARI 520STFM + MOUSE 
R.R.P £299.99 £299.99 


ABOVE HARDWARE A VAILABLE FROM 
OUR BRANCH AT 655 GREEN LANES 
LONDON N.8 OOY OR BY MAIL ORDER 
PLEASE ADD £5 PER MACHINE FOR 
P+P. 



OUR 


OUR 


PRICE 


PRICE 

BUBBLE BOBBLE 

5.95 

MAGNETRON 

5.95 

FLYING SHARK 

5.95 

NEBULUS 

5.95 

DRUID II 

5.95 

THROUGHTHETRAPDOOR 

7.50 

BARBARIAN 

7.50 

ROY OF THE ROVERS 

7.50 

THUNDERCATS 

5.95 

BRAVESTARR 

6.99 

SPY V SPY III 

7.50 

RAMPARTS 

6.99 

CONFLICTI 

t0.95 

FIRETRAP 

7.50 

MASK 

5.95 

EYE 

7.95 

SUINE 

7.50 

RAM TURBO 

12.95 

GAUNTLET 

6.99 

+ RAM MUSIC MACHINE 

49.95 

SUPER SPRINT 

7.50 

10X3“ DISKS 

26.95 

TANK 

5.95 

MULTIFACE 3 

44.95 

NEMISES 

5.95 

PLUS 2 DUST COVER 

4.99 

RYGAR 

6.99 

KEMPSTON INTERFACE 

7.95 

IMPOSSIBLE MISSION II 

6.99 

AMXMOUSE 

69.95 

RED L.E.D 

6.99 

LIGHTPEN + INTERFACE 

19.95 

ELITE 

THEATRE EUROPE 

9.95 

4.99 



AZIMUTH HEAD ALIGNMENT 

7.95 

FOOTBALL DIRECTOR 

6.95 

BATTLE OF BRITAIN 

4.99 

GAMESET&MATCH-D3 

10.95 

GAME SET & MATCH 

10.95 

AZIMUTH HEAD ALIGNMENT 

7.95 

BLITZKRIEG 

7.95 

MONOPOLY-D2 

7.95 

WORLD GAMES 

6.99 

SCRABBLE-D2 

7.95 

WORLD CUSS L’BOARD 

6.99 

TRIVIAL PURSUIT-D4 

12.95 

FREDDY HARDEST 

5.95 

INFILTRATOR 1+2-D2 

7.50 

JACKEL 

5.95 

GAUNTLET II-D2 

7.50 

SCALEXTRIC 

7.50 

ARMAGEDDON MAN 

10.95 

BANKOK KNIGHTS 

7.50 

BUBBLE BOBBLE-D2 

6.95 

ELITE TRIO HIT PACK 

7.95 

SOLOMANS KEY - D2 

7.50 

T.T. RACER 

7.50 

WORLD CUSS L/B-D2 

7.50 

CALIFORNIA GAMES-DISK 

10.95 

ELITE 6 PACK II-D2 

7.95 

CALIFORNIA GAMES 

6.99 

ELITE-D3 

11.95 

JEWELS OF DARKNESS 

11.95 

JACKEL -D2 

6.95 

SILICON DREAMS 

11.95 

INDIANA JONES-D2 

7.50 

STARGLIDER 

11.95 

URIDIUM 

2.99 

UST NINJA 

7.50 

DEATH WISH 3-D2 

7.50 

ANIMATOR 1 

7.95 

TAI PAN - D2 

6.95 

ENDURORACER 

7.50 

RENEGADE-D2 

6.95 

FOOTBALL DIRECTOR 

6.95 

+ MINI OFFICE II-D3 

12.95 

ROAD RUNNER 

6.99 

OUT RUN - D2 

7.50 

ARTIST II-48K 

12.95 

SUPER SPRINT-D2 

7.50 

OCP ART STUDIO 

11.95 

TANK-D2 

6.95 

ARNEHAM 

7.95 

GUILD OF THIEVES-DISK 

16.95 

RENEGADE 

5.95 

KNIGHT ORC-D4 

11.95 

GUNSHIP 

7.50 

SILICON DREAMS-D4 

11.95 

SENTINAL 

7.50 

JEWELS OF DARKNESS-D4 

11.95 

TAI PAN 

5.95 

THE MUSIC SYSTEM-D4 

13.95 

PAPERBOY 

5.95 

ADV MUSIC SYSTEM 

24.95 

THE PAWN-128K 

11.95 

OCP ART STUDIO 

11.95 

ARTIST II-128K 

14.95 

ADV ART STUDIO-DISK 

19.95 

JACK THE NIPPER II 

5.95 

STAR GLIDER-D4 

11.95 

SILENT SERVICE 

7.50 

VULCAN 

7.95 

MERCENARY 

7.50 

DESERTRATS 

7.95 

EXPLODING FIST II 

6.95 

SOLID GOLD -D2 

7.95 

STAR WARS 

7.50 

BRAVESTARR-D2 

7.50 

NOTAPENNY MORE 

12.95 

KNIGHTMARE-D2 

7.50 

NAPOLEANATWAR 

7.95 

BUGGYBOY-D2 

6.95 

OUTRUN 

7.50 

FIREZONE -D3 

10.95 

SOLOMANS KEY 

6.95 

JINXTER-DISK 

16.95 

DESERTRATS 

7.95 

CARRIER COMMAND-D4 

11.95 

GAUNTLET ll(DISK £10.95) 

7.50 

TIME + MAGIK - D4 

11.95 

VULCAN 

7.95 

IMPOSSIBLE MISSION II-D2 

7.50 

ACEII 

6.99 

FOOTBALL MANAGER II-D2 

7.50 

ACE II-128K 

7.50 

OCEANS 5 HITS-D2 

7.95 

DARK SEPTRE 

5.95 

BUBBLE BOBBLE-D2 

6.95 

SOLID GOLD (DISK £10.95) 

7.95 

ENLIGHTENMENT-DRUID II- 

D2 6.95 

HEADCOACH 

2.99 

DELUXE SCRABBLE -DISK 

13.95 

GRYZOR 

5.95 

GNOME RANGER-D2 

7.95 

GNOME RANGER 

7.95 

S. STREET BASKETBALL-D2 

7.50 

S. STREET BASKETBALL 

7.50 

EYE-D2 

7.95 

Annals of rome 

10.95 

FIRE TRAP-D2 

7.50 

BUGGIE BOY 

5.95 

CALIFORNIA GAMES -D2 

7.50 

GAME OVER 

5.95 

SEPTEMBER -D2 

7.95 

DURRELL4VOLII 

7.95 

SUINE-D2 

7.50 

LEADERBOARD 

7.50 

RAMPARTS-D2 

7.50 

PAW 

19.95 

BRAVESTARR-D2 

7.50 

BATTLEFIELD GERMANY 

10.95 

ROY OF THE ROVERS-D2 

7.50 

ARKANOID 

5.95 

THROUGHTHETRAPDOOR- 

D2 7.50 

COMET GAME 

2.99 

BLOOD VALLEY -D2 

7.50 

SILENT SERVICE 

7.50 

DRILLER-D2 

7.50 

MERCENARY 

7.50 

GUNSHIP-D2 

7.95 

GRAPHIC CREATOR 

19.95 

THUNDER CATS-D2 

6.95 

ADV ART STUDIO-128K 

19.95 

PEGASUS BRIDGE-D3 

10.95 

FOOTBALL MANAGER II 

7.50 

SUPER HANG ON - D2 

7.50 

OCEANS 5 HITS 

7.95 

FLYING SHARK-D2 

6.95 

IKARI WARRIORS 

5.95 

RYGAR-D2 

6.95 

ALT WORLD GAMES 

5.99 

720-D2 

7.50 

G . LINEKER FOOTBALL 

5.99 

CHARLIE CHAPLIN-D2 

7.50 

SECOND CITY 

5.95 

OUT RUN - D2 

7.50 

SORCERER LORD 

10.95 

KNIGHTMARE-D2 

7.50 

COMBAT SCHOOL 

5.95 

GAUCTIC GAMES-D2 

7.50 

FUSH POINT 

5.95 

RAMPAGE-D2 

7.50 

MAD BALLS 

5.95 

LUCAS FILMS 4 -D2 

7.95 

MATCH. DAY II 

5.95 

VICTORY ROAD-D2 

6.95 

PHANTYS 

5.95 

RASTAN-D2 

6.95 

PSYCHO SOLDIER 

5.95 

PSYCHO SOLDIER-D2 

6.95 

RASTAN 

5.95 

PHANTYS-D2 

6.95 

VICTORY ROAD 

5.95 

MATCH DAY II-D2 

7.50 

LUCAS FILM 4 

7.99 

MAD BALLS-D2 

6.95 

RAMPAGE 

7.99 

GRYZOR-D2 

6.95 

GAUCTIC GAMES 

5.99 

FUSH POINT-D2 

6.95 

KNIGHTMARE 

7.50 

COMBAT SCHOOL-D2 

6.95 

CHARLIE CHAPLIN 

7.50 

SIDE ARMS-D2 

7.50 

720 

6.99 

SORCERORLORD-D3 

10.95 

CHAIN REACTION 

5.95 

SECOND CITY 

5.95 

SUPER HANG ON 

7.50 

G. LINEKER FOOTBALL-D2 

7.50 

PEGASUS BRIDGE 

10.95 

ALT WORLD GAMES 

7.50 

THUNDERCATS 

5.95 

SUP FIGHT 

6.95 

DRILLER 

7.50 

DISCOLLOGY 

13.99 

COMPENDIUM 

5.99 

10X3“ DISKS 

26.95 

BLOOD VALLEY 

5.99 

DISCOVERY PLUS 

13.99 



MULTIFACE II 

45.95 


ALSO AVAILABLE ON DISK FORMAT D1 = £10.95, D2 = £12.95, D3 = £14.95, D4 = £16.95, D5 = £19.95 


FOR MAILORDER: PLEASE MAKE 
CHQ/P.0PAYABLET0: 

S.C.S (C + VG) 655, GREEN LANES LONDON N8 0QY 

P + P INCLUDED IN U.K EUROPE ADD £1 PER ITEM, ELSEWHERE ADD £2 PER 

ITEM 

ADD £5 PER MACHINE. SEND S.A.E FOR FREE LIST. 

PLEASE SPECIFY MACHINE TYPE IN YOUR ORDER. 


PERSONALCALLERS PRODUCE THIS ADVERT ATEITHERSH0PF0RAB0VE 
DISCOUNTS TO: S.C.S UNIT 5,221 TOTTENHAM COURT ROAD LONDON W1R 9AF. 
(NEAR G00DGE STTUBE STATION) 

OR AT S.C.S 655 GREEN LANES LONDON N8 0QY 

(NEAR TURNPIKE LANE TUBE STATION) + ITEMS ONLY AVAILABLE FROM 655 

GREEN LANESLONDONN80QY 


ACCESS AND VISA CARD HOLDERS RING: 

01 -3482907 
01 -3408565 
01 -631 4627 

CREDIT CARD ORDERS DESPATCHED SAME DAY SUBJECTT0 AVAILABILITY. 
* ALL NEW RELEASES ARE SUBJECTT0 RELEASE DATE PLEASE RING FOR 
AVAILABILITY. 




































car will somersault through 
the air as it carries you off into 
oblivion. 

If you can stay in one piece, 
the road dips and rises under 
your wheels as you motor 
along. The hilly sections of the 
game make it very difficult to 
see what's in front of you. It 
gets very hairy when your're 
surrounded by towering 
rocks. 

This is a realistic landscape 
- not one of those flat, boring 
computer circuits of the past. 

The perspiration and 
excitement may be real but 
prepare yourself for possible 
hallucinations. Your joystick 
may seem to turn into a 
steering wheel and your 
computer could take on the 
appearance of a dashboard 
as you race along. 

Purists, who simply can't 
live without the car module, 
might like to build their own 
simulator. 

First acquire four good 
strong springs, an old car seat 
and the obligatory Squeezy 
bottle . . . 

But those of you who aren't 
into DIY might just like to wait 
for the January issue of 
C + VG when we'll be 
GIVING away a genuine 
hydraulic Outrun arcade 
machine! Betcha can't wait! 


ik 


;OUT 

Srun 

The Christmas number one with a bullet? 
Well, that's up to YOU, the games playing 
public. But one thing is for sure, the 
computer conversion of the year's most 
successful coin-op is the game that 
everyone is waiting for! 

UTRUNWrt the arcades takes the state of the art one 


o 


ike a steam-roller! As 
soon as the hydraulic 
cabinet appeared it was 
swamped by hoardes of 
enthusiastic gamesters willing 
to part with their cash to drive 
a roaring red Ferrari. 

Now the thrills of Sega's 
sensational coin-op are due 
to race onto the small screen 
of YOUR games machine. 

Will it be good? You Betcha. 
Here at C + VG we've seen 
some early versions and 
reckon that you won't be 
disappointed. 

Outrun is the successor to 
Sega's Enduro Racer and 


step further. 

In the arcades the game is 
housed in a moving facsimile 
of a Ferrari which hurls the 


tone up your reflexes or go 
for the sweat of a long haul to 
Lakeside which takes you 
through almost all of the 
locations in the game. 

This challenge to squeeze 
this well wicked game into a 
home computer is a severe 
test for a programmer but 
U.S. Gold are past masters 
when it comes to taking up the 
Gauntlet. Geddit? 

Enough of these in-jokes. 
Let's check out the game plan. 

Take the wheel of your red 
roadster at Coconut Beach, 
choose your route and hit the 
road. 

You can almost feel the 
wind blasting through your 
hair as you race against time 
through the breathtaking 
landscapes of Death Valley, 
Desolution Hill, Cloudy 
Mountain and a host of other 
locations. 

From the heat of the desert 
to the frozen roads of the 
Alpine section, your driving 
skills are stretched to the limit 
as you feud with juggernauts 


occupant from side to side as for your right of way. 


each bend is taken at 
breakneck speed. 

The computer conversion 
can't hope to give you this 
degree of realism, but it 
DOES promise greater thrill 
power than anything 
you've ever played 
before on a home 
computer. 

You can settle 
for a short trip 
the Vineyard to 


A collision may do no more 
than dent your bodywork and 
your ego but wrap yourself 
around a tree or collide with 
the walls of a tunnel and the 


► Three different Outrun machines for 
the car conscious driver. 
































THE PHENOMENON CONTINUES 
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SPECTRUM 48/128K 

* 8.99 TAPE 


ATARI ST 

£ 19.99 DISK 


CBM 64/128 

£ 9 . 99 tape £ll .99 


AMSTRAD 

fi 9.99 TAPE £ 14 . 99 disk 


The mind blowing sequel to the No. 1 
smash hit. Addictive, frantic and packed 
with so many new features it’s a totally new gafhe. 
* Over 100 levels of pulsating action as you take on the 
powers of your favourite player, even if they’re already 
in play. Discover the hidden gifts of the Secret Room, 
come face to face with the fearsome Dragon and watch 
out for the Death Curse of the evil *TF. Stan tiles, 


acid puddles, forcefields and moving exits make 
your progress all the more difficult. But there are 
mystical amulets to be gained which will enhance 
your powers to repel the monsters, walk 
through walls or increase your fire power. You may even 
move some of the maze walls to your advantage. Gauntlet II 
is not jikt a further episode in this enthralling crusade, 
it is a whole new experience in action packed adventure. 


(i.S. Gold Ltd., Units 2/3 Holford Way, Holford, 
Birmingham B6 7AX Tel: 021 356 3388 


(All features available on Atari ST version). 
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SCREENSHOTS FROM ATARI ST VERSION 
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U.S. Cold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 358 3388 


CBM64/1Z8 


AMATEUR! 


EUR 


Amstrat f 
114-99 Dish 
£9’99 Tape 


Screenshots from arcade version 
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U.S. Gold Ltd., 

Units 2/3 Holford Way. 
Holford, 

Birmingham B6 7 AX 
Tel: 021 356 3388 


CBM 64/128 SPECTRUM SPECTRUM+3 AMSTRAD 

£9.99 TAPE £9.99 TAPE £14.99 DISK £9.99 TAPE 

£14.99 DISK £19.99 DISK 
































COIN IT 


The current romance with coin-op 
conversions looks set to continue into 
the New Year - and the US Gold guys 
have snapped up some of the best of the 
mean machines, including the epic 
skateboarding fantasy 720°. And 
that's not all . . . 


T HE most difficult 

skateboarding move 
is called a 720°. It's 
at sort of twisting jump — the 
sort of manoeuvre you see 
arcade players make when 
they are trying to play a 
game and get more coins 
out of their pocket at the 
same time. 

720 ° is also the name of 
the most demanding arcade 
skateboarding game yet 
seen. It puts you right in the 
middle of Skate City — 
paradise for street surfers. 

You play the part of a 
likely young laa aiming to 
rise to the top of the 
skateboarding league. In 
your snazzy gear you 
certainly look the part but 
there's room for 
improvement. Better 
equipment is out there for 
the taking. The catch is that 
this costs money and the big 
cash prizes come from the 
in-park competitions but 
you're on the outside 
without a ticket! 

The scourge of the city is a 
swarm of killer bees that 
appeared from time to time. 
Tney seem to have it in for 
skateboarders, but can't 
enter parks (probably 
because they haven't got 
tickets!). The solution is 
simple: before the bees 
appear get a ticket and 
zoom into a park. Did I say 
simple? 

Skate City is a tough and 
dangerous town. As you 
kick along you're assailed 
by flying frisbies, kamikaze 
cyclists, careering cars and 
manic musclemen. You'll 
also meet the other 
competitors who are also 
hustling for tickets. Hit any 
one of these obstacles ana 
you'll suffer a spill and lose 
valuable time as bee time 
approaches. Skate or die! 


Prizes are awarded for 
negotiating special courses 
which depend on the class of 
park chosen. The easiest 
course is a simple downhill 
run where you make your 
way down the twisting 
course by jumping from 
ramp to ramp. If you 
complete the course within 
the time limit you'll win some 
cash and an Olympic style 
medal depending on your 
skill. The most difficult run is 
the slalom where skill, 
dexterity and suppleness 
are tested to the full. The 


board will be faster. All the 
better to help you on your 
way but have you got the 
talent to use them wisely and 
complete all twenty levels? 

C + VG's arcade ace 
Clare Edgeley, talking 
about 720 ° said: "This 
would make a fabulous 
conversion to home 
computers and I wouldn't be 
surprised if the licence is 
snapped up over the next 
few months." She was right! 

Another coin-op coming 
your way is Sidearms this 
time on tne Go! label. 




who intends to exterminate 
all living things on earth. 

First you must shoot your 
way through until you reach 
the entrance to the gigantic 
underground empire. 

Once inside, Bozons 
attack gets harder. You then 
find yourself in a cave where 
huge rocks are floating 
through the air. You will 
encounter a lot of hidden 
articles and enemies, 
especially when the cave 
narrows and you are 
attacked from the water. 

Eventually, after much 
fighting, you will come 
across Bozon's ultimate 
weapon, 'The Mobile 
Armour Sentipeet' which 
must be destroyed at all 
costs. 

Throughout the game you 
will be given the choice of 
various kinds of additional 
fire power. 




720° ARCADE VERSION 


720° SPECTRUM VERSION 
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► LAZER TAG 

rewards are greater for a 
successful slalom run but 
your nerves will be jangling 
oy the end. 

When you have enough 
cash you can buy new gear 
at the skateboard shop. 
Shoes let you jump higher, 
pads let you recover from a 
fall more quickly, with a new 
helmet you can be more 
adventurous and a new 
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► LAZER TAG 

Sidearms is a 

desperate battle between 
the numan race and 'Bozon' 


Sidearms is a superb 
shoot'em up game with 
large impressive graphics 
that keep you trigger 
happy! 

opeed Rumbler, the 
second game from Capcom, 
on the Go! label, is set in the 
21 st Century where a 
terrorist group mercilessly 
attack peaceful towns. With 
only 24 hours left, your goal 
is to free your family and 
restore peace in your home 
town. 

You control a car that will 
travel through towns, desert 
lands and across oceans. 

As you travel you must 
shoot the enemy and release 
the hostages. 

When rescued, you will 
receive extra power and 
bonus points. You must 
develop a technique to 
break the enemies' traps 
and avoid at all costs their 
trailers and evade the 
ambushers. 

Eventually, you will 

Continued on Page 58 
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Continued from Page 57 

arrive in the enemies' town. 
A once beautiful town that 
has now been taken over. 

Here they will use every 
possible way to kill you. If 
you succeed in battle, you 
will free the hostages and 
restore peace in the town 
but it's going to be tough, 
some of the enemies you will 
encounter are armea 
buggies which will obstruct 
you car by using stretchable 
norns which hook onto the 
car and create havoc! 

Also shelling trucks move 
in on you and shoot in eight 
varying directions. 

You will encounter over 
twenty different kinds of 
enemy. 

Bionic Commandos 

was recently reviewed in 
our C + VG arcade action 
special. 

Clare Edgeley wrote: 
"Capcom's latest release. 
Bionic Commandos, is a 
simple but thoroughly 
enjoyable shoot'em up with 
one innovative feature - a 
bionic arm which plays a 
major role in the game. 

"Your mission is to 
infiltrate enemy lines, 
destroy their super missiles 
which threaten your country 
and discover the secret 
plans which detail where 
and how their next attack 
will be made. Simple! 

"Armed with absolutely 
no useful knowledge about 
the habits of the enemy you 
swing into action. Swing is 
the operative word as your 
bionic arm shoots out to 
grab onto a tree branch 
high above your head. A 
tap of the fire button and it 
starts to reel in dragging 
you up with it. Quick as a 
flash, hop onto the branch 
machine gun ready to knock 
out any attackers. 

"Some of the enemy are 
content to fire at you from a 
safe distance, others charge 
onsight and you/d better 
have that arm ready if 
you're to escape being 
flattened and finally others 
give chase in a desperate 
attempt to stop you getting 
near their base. 

"Bionic Commandos 


is a levels game with the 
enemy base high out of 
sight. You'll have to swing 
from branch to branch using 


BIONIC COMMANDOS 


► SPEED RUMBLER 

your arm to get you over 
impassable gaps and to 
escape the enemy. 

"Apart from being able 
to hoist you up, your arm, if 
attached at an angle to a 
ledge on your left and right 
acts like a rope. 

"You can swing on it 
Tarzan style and even use it 
to knock out the enemy. 
Unfortunately, a blow from 
the arm only stuns them 
momentarily, but it gives 
you time to get your 
machine gun ready to shoot 
them. 

"The action is fast and 
highly entertaining. 
Weapons can be collected 
en route that is, if you grab 
them as they float past on 
parachutes. Again use your 
bionic arm. 

"Hazards include beds of 


monster thorns, growing like 
strange orchids on the tree 
branches and hornets' nest. 
Both are deadly. Avoid the 
thorns at all costs and shoot 
the nests and resulting 
swarms of irate hornets as 
you come across them. 

"At least if the nests are 
empty you won't have to 
worry about being stung to 


snaps off from the tree. A 
plunge to the death is the 
result. The answer is not to 
stay for too long in any one 
place and have your arm at 
the ready to catch onto a 
branch or ledge above you. 
Flying mutants are a further 
hazard, either knock them 
out in mid-flight or shoot 
them. 

"After the first level the 
scenery changes the going 
gets tougher and the 
hazards more numerous. 

But that's only to be 
expected ana adds to the 
enjoyment of this highly 
addictive game. Once 
again Capcom has come up 
with the goods." 

Watch out for Shackled 
from DataEast, this time on 
the US Gold label. 

Shackled describes the 
state in which your 
comrades in arms find 
themselves and your job is 
to free them. The enemy has 
locked them in dungeons 
our 


► BIONIC COMMANDOS 


way through a 
the bastion unlocking doors 
in your search. 

Each of the 1 1 2 levels 
gives you a 3D bird's eye 
view of the action. The 
deeper you penetrate the 
enemy defences the meaner 
they become so you'll need 
a range of weapons to take 
the attacking hoardes. 

A special feature of the 
aame is that you can take a 
friend into this hell to help 
you out. This doubles your 
firepower and naturally, 
your chances of success. 

The Speed Rumbler is 
the second Capcom game 
from Go! It's set in the 21 st 
century and you play a road 
warrior attempting to free 
hostages using a heavily 
armea car. 


► SPEED RUMBLER 
death in the middle of 
battle. 

"Another tip for the flat 
footed: not all branches are 
safe, and more often than 
not you'll be standing on the 
wrong end of one when it 










































How's the old ST goin' then ?" 

"Fantastic — / took your advice and went down to . 
the computer shop in town — and to be honest 
with you Biff — I was amazedi n 

- "Why's that then ?" 

"Well, when I got there, every US Gold game was - 
sold out!" 

"They must be pretty good then eh! 'ere, 'ave you 
played Indiana Jones yet?" 

"Yeah, and ever since the missus caught me — 
playing it instead of doing the decorating, our 
house has been like the Temple of Doom!" 

— "I bet you can't wait to play Solomon's Key, 
Charlie Chaplin, Gauntlet II or what's that new 
arcade game they're doing?" 

"Oh you mean Out Run. Of course, I know what it's 
like to race down the open road in a flashy red 
sports car with a gorgeous blonde by my side." 

"Where was that then Cricklewood High Street? 
They do say though there's more to come on the 
new Go! label. I dunno Biff, they're always one 
step ahead of the competition aren't they!" 

"What? with games like their's, whose the 
competition then ?" 


r ello there Bones, 

































displaying the map and 
action as it happens. 

As you lose health or 
become weak, the map screen 
will shrink. If a visual spell is 
used this screen will increase 
in size thus greatly enhancing 
your view. 

When you are in 
combat, the monster's 
spells will be 


Go! is the newest addition to the US 
Gold software scene — and it promises 
to bring YOU some truly spectacular 
aames. Witness Trantor - The Last 
.Jtormtrooper reviewed this issue. Mo 
good home grown stuff is on the way. 
Here's a quick run down on what you 
can expect to see in the next few 
months. 

” ■■IRST up is a computer 
■■version of Laser 

Tag/ the best selling 
light-gun game. Laser Tag 
from Worlds of Wonder, is a 
r totally new concept and the 
F best selling toy in the USA. 

It is a futuristic game using 
infra-red technology which 
gives a whole new dimension 
to the backyard game of tag. 
r The uniquely designed 
Lazer Tag Starlyte hand 
laser gun' sends an infra-red 
light beam to the Lazer Tag 
Starsensor and, if the beam 
r connects with the starsensor, 

^sound and LED lights register 
the'tag. 

The computer game is set in 
the year 3010, and you, the 
player, become a rookie 
r cadet at the Lazer Tag 
training school who must 
attempt to gain a higher 
status level and therefore 
progress through six ranks; 

Neophyte, Beamer, Lance, 

Armsman, Professional and 
finally Duellist. 

All the same rules as the 
Lazer Tag toy apply in order 
to earn promotion through the 
r ranks, the rookie must 
complete target shooting and 
Rabbitoid. The target 
shooting test is where the 
rookie follows a fixed path 
through the Lazer Tag Arena 
nd must aim the gun to tag as 
any targets as possible. You 
will be awarded a score once 
the test has been completed. 

In the Rabbitoid test, you 
must tag out as many 
computer controlled players 
without being tagged first. 
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Captain America 

Lazer Tag is a fast arcade 
shoot'em style of game set 
against a detailed verticle 
scrolling background. 

Wizard Warz will take 
you back to the mystical 
medieval dark ages when 
wizards and warlocks ruled 
the world. 

This is a fantasy role 
playing game with a 
difference. You will 
experience as much graphical 
representation as adventure 
and strategy. 

See the action as you 
command it and do real battle 
with the opposition. See the 
effect of your spells as they 
hurtle across the screen. 

When you enter the game it 
is at a time when the world is 
to elect a new Chief Wizard. 

The new chief will have to 


► Capt' America 

and collect spells to 
fill your spell book, 
ready for the later 
stages of the game. 

The screen will be 
split into various 
sections, on 
information section, 
the characteristics 
and spells of yo ur 
many battle opponents 
and a larger section 


Gauntlet II 
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displayed so you may use 
your spells to counteract 
them. 

For instance, if the wizard 
or monster you are doing 
battle against is using fire 
spells you will have to use ice 
spells to win. 

In the second stage, you 


will visit the towns to start 
entering contests to prove 
your worthiness to contend in 
the ultimate contests. Also in 
the towns you may be able to 
buy spells and food to 
increase your health. 

The third stage will be the 
final contests. You will be 


Spectrum Trantor 


► Amstrad Trantor 
challenged by seven other 
wizards competing for the 
honour of Chief Wizard. In 
this stage you will visit their 
castles and lairs to do battle. 




• Gauntlet II 


Not only will you have had 
to build up a large store of 
spells in your spell book but 
you will need your skills of 
arcade fighting, as they will 
be tested to the limits. 

_ If you are a good action 
fighter you will not need as 
many spells, as you will have 
the speed and agility to 
dodge the oncoming spells 
with ease, but beware — you 


may use precious energy, thuj 
reducing your health and 
vision. 

Once all seven wizards 
have been fought you will 
have become Chief Wizard 
and rule the World! 

It's back to the time of flyinc 
carpets and the mystical city" 
of old Baghdad when you gel 
to grips with 
Fast'n'Furious. 

You take the role of a flying 
carpet mechanic, more 
commonly known in the trade 
as a carpet beater, who is fed 
up of being on the poverty 
line and decides to earn 
himself some extra money. 

An opportunity arises to 
work in the USA (Undercover 
Security Agency). Your first 
mission is to transport some 
valuable documents to a 
military installation which just 
happens to be the other side 
of a vast desert full of 
outlaws, monsters and other 
flying carpets. 

You must board your magic 
carpet and begin your 
mission - watch out for the 
pillars and buildings - these 
flying carpets can be tricky! 

The enemy are onto you 
straight away and you will be 
confronted with scores of 
other flying carpets, the 
brighter they are in colour, 
the more dangerous! 

Look out for the three big 
scorpions and the four-eyed 
monster which must be hit four 
times before they are dead — 
let alone the huge dragon and 
killer centipede! 

Once you have flown 
across the desert and have 
outwitted the outlaws and 
monsters you will have to land 
and do a deal with the leader 
of the gang, or the Desert Rat, 
to make the next stage of your 
journey a little easier going. 

You will have 60 seconds to 
complete the sub-games 
where you must select the 
right icons and hand over 
those you have already 
collected. 

If you satisfy the Desert Rat 
your stamina will be 
increased, but if you should 
fail to keep him happy, the 
flying carpets in the next level 
will be more fast and furious 
than ever! 

Once you have satisfied the 
desert leader you can 
proceed on your way to the 
military base. You will play 
through five levels of fast 
shoot'em up action and will 
have to play the sub-game at 


> the beginning of each level. 
One of the most famous and 
enduring Marvel comic book 
heroes is brought to you by 
Go! Follow the adventures of 
Captain America as he 
tackles one of his most 
| dangerous enemies yet in 
Captain America and 
the Doom Tube of Dr 
Meglomann. 

It is the fourth of July and 
the whole of America is 
geared for the biggest 
celebration since the 
bicentennial. At dawn, 
however, the President has an 
uninvited visitor - a figure 
clad in black who has 
alternative suggestions to the 
planned celebrations. 

Dr Meglomann issues his 
ultimatum, either the 
President abdicates his high 
office in favour of the doctor 
or the unsuspecting nation will 
be plunged into terror and 
suffering supplied by a virus. 

The President has just four 
hours to make an impossible 
decision, to either stand down 
and condemn America's 
citizens to a rule under Dr 
Meglomann's insanity or 
inflict upon them the horific 
consequences of a deadly 
virus. What else can the 
President do but summon the 
help of Captain America. 

Responding instantly to his 
country's call. Captain 
America boards the 
Avenger's sky cycle and 
arrives within moments for a 
full briefing. 

The President has 
information that the mad 
doctor is operating out of the 
Majave Desert in California. 

The deadly missile is 
encapsulated in an 
inpenetrable undergroung 
bunker. The man who is the 
symbol of freedom and the 
American dream leaves for 
the bunker site knowing that 
the toughest task of his career 
lies before him. 

You must navigate the 
revolving Doom Tube which is 
housed within six 
underground decks. Through 
the centre of the tube runs a 
core which is the missile's 
access to the outside world. 

The first five decks contain 
your quadrants which revolve 
round the sinister core. 

You must desperately 
search for a way to descend 
to the sixth and lowest deck 
which houses the missile. If 
you locate the missile in time 
you must destroy it. 






































21st CENTURY WARRIOR APACHE 


GUNSHIP FLYING LESSONS WITH MAJOR "WILD" BILL STEAL 


Major Wild Bill Stealey, Microprose 
founder and President, 
ex-USAF Fighter Pilot Ace, 

Strategic adviser to the U.S. Military at 
the Pentagon, says: 


"I'm gonna teach you how to fly like a real AH-64 Apache 
Gunship Pilot! And, because everyone's a winner with Major 
Bill, there's a prize for you with your flying lesson - you could 
even come flying with me in my own fighter-trainer airplane, 
Ms Microprose - in America!" 


INSIDE EVERY C64 GUNSHIP BOX!* 

Every C64 Gunship box (disk and cassette) bearing a 
“Learn To Fly with ‘Wild’ Bill” sticker contains a special 
flying lesson, recorded by Major “Wild” Bill Stealey 
onto audiocassette.This easy to follow play-as-you- 
listen flying lesson enables trainee C64 Gunship 
Simulation Pilots to acquire basic helicopter flight 
navigation and combat skills in double-quick time, 
over just one of the many realistic scenarios 
contained in C64 Gunship. 

* Carrying Special Offer Sticker 


And, as if that wan’t enough, there’s a prize for every 
“Graduate” of Major Bill’s Flying Academy! On each 
tape Major Bill awards a gift which, for one lucky 
winner, is a free trip to MicroProse Software’s 
American Headquarters, for a flight in Ms. 
MicroProse, Major Bill’s F28 Trojan Fighter-Trainer 
aircraft - with Major Bill at the joystick! 

For more Information Please write to the address 
below. 


A free trip to MicroProse Software's 
American Headquarters, for a flight in 
Ms. MicroProse, Major Bill's F28 
Trojan Fighter-Trainer aircraft - with 
Major Bill at the joystick! 


PROSE 




MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 
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GAUNTLET H 



not, the wall could turn into 
another attacking monster! 

You will also need to keep 
a watchful eye open for stun 
tiles and acid puddles. Stun 
tiles will be hidden in the 
floor but will be spotted as 
they pulsate. If you step on 
one, it will stun you for a 
time leaving you a sitting 
duck for a hungry monster! 

Acid puddles also travel 
around the maze and will 
again do you damage if you 
step on them. 

Even leaving a level is no 
longer straightforward. 

Exits now tend to move, just 
as you are about to reacn 
them. They will close up, 
disappear but reappear 
somewhere else. 

Traps are set again in the 
various levels but can now 
be up to three in a row. 

For instance, if a wall is 
blocking in a number of 
mean monsters, or chests 
overflowing with treasure, 
or even a room full of 
potions and food, if you 
tread on the trap it could 
remove any one of those 
walls. 

Hopefully, you will be 
able to spot the poisoned 
food ana potions. If you eat 
or drink it you could lose 
100 health points, but if you 
shoot it you will slow down 


the oncoming monsters. 

Also beware of locked 
treasure chests that can only 
be opened with a key. 

Gauntlet II does have 
some new features to help 
your crusade however! 
These take the form of extra 
amulets which last for the 
duration of one level. 

These include: 

• Temporary 
Repulsiveness - Garry 
Williams has this 
permanently - where a 
monster will run away from 
you for a short time. 

• Transportability - 
when wearing this amulet 
you will be able to walk 
through walls, but you will 
not be able to pick up food 
or treasure. 

• Super Shots - This 
amulet gives you ten super 
shots that will keep 
travelling and killing 
monsters until it hits a wall. 

• Reflective Shots - 
these will bounce off the 
walls up to a maximum of 
three times. 

• Invulnerability - 

monsters can't hurt you but 
your health does tick down 
twice as fast. 

The many new game play 
features of Gauntlet //, 
make it a whole new 
experience. 


The success of Gauntlet will pass into legend. 
But the powers-that-be at US Gold were not 
content to sit back on their laurels. They 
threw down a fresh challenge to their 
programmers: Do it again - only better! The 
result is Gauntlet II. Will you take up the 
challenge? 

T HEY said it couldn't 
be done. But Gauntlet 
turned out to be a real 
winner - especially on the 


Atari ST. The four-player 
coin-up was the first of its 
kind and spawned quite a 
few imitators. Atari 
themselves had another 
crack at the game, 
producing a sequel called, 
imaginatively. Gauntlet II. 

No ordinary sequal this, 
however, lots of new 
features were added to the 
frantic gameplay and total 
addictivenes of the original 
and most of them are 
included in US Gold's new 
computer conversion, 
heading your way very 
soon. 

Over 100 different levels 
have been created with 
more randomising maze 
features to provide further 
variety. 

You will be able to choose 
your favourite original 
Gauntlet character, even if 
that hero is already in play. 
So you can get lots of 
wizards or barbarians 
playing together. 

Another major new 
feature is the additional 
game play objective of 
Gauntlet U's Secret Room 
whilst the other player is 
temporary suspended from 
play. If you complete the 
task given, you are 
rewarded with a large 
bonus score as well as 
permanent portions and 
food. 

All of the original 
Gauntlet opponents remain 
with the addition of many 
new creatures. 

Among the newest 
adversaries is the Dragon. 

The fire-breathing 
Dragon is found guarding 
the exit to the maze and 
requires several direct hits 
to overcome. 

By slaying the Dragon, 
you are rewarded with a 


permanent potion and a 
bag of treasure. 

At the start of the next 
level, there will be a hint on 
how to find the secret room. 

Another new creature is 
the IT creature. You will be 
followed around the maze 
by this creature and then it 
will tag you. 

Once this happens, you 
will become 'it' resulting in 
the monsters homing in on 
you, regardless of the other 
player. 

Look out for the Super 
Sorcerer who will teleport 
around you, shoot and then 
disappear. 

As you fight your way 
through the complex mazes, 
you will now be able to 
actually move walls. This 
will enable you to block in 
Demons or any of the other 
enemies you come across. 

Secret walls are also 
incorporated, but do not 
always turn out to your 
advantage. 

If you shoot the wall, it 
can turn into food or 
treasure if you are lucky - if 
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SCREENSTARS 


Charlie Chaplin, James Dean and 
\ { Marilyn Monroe - unlikely subjects for 

computer games? Not according to US 
Gold. Boss man Geoff Brown has 
/\ snapped up the rights to these famous 
v names. Who 


lat we all want to know is 


/ t what he is going to do with them. Start 
finding out here 


you are ready to release it on 
the eagerly awaiting public. 
You will see the cinema on the 
opening night with the name 
of your film up in lights. 

Once inside the cinema the 
crowd quieten, the curtains 


If you have not gone over 
budget and have high box 
office earnings you can make 
a sequel, with more scenes, 
more action and more 
entertainment. As long as 
you're making money, you 
will be making movies. 

The disk version will have 


1 





mum. 


HARLIE CHAPLIN is • 
totally unique game 
with a whole new 
concept. This is your chance to I 
become a silent movie 
director and produce the 
world's greatest slapstick 
comedian Charlie Chaplin in 
an epic production. 

To start the game, you have I 
a choice of hilarious scripts to 
recreate. 

Each script will tell you howl 
many scenes you will have to 
produce, the characters and 
backdrops. 

The next step is to select 
from a large choice your 
backdrop scene, investigate 
the props room discovering 
the various articles you will 
need - and then cast your 
film from a choice of budding 
actors. Now you are set for 
scene one and action. 

The action sequence plays 
like a level in a fast-moving 
arcade game. 

You control the amazing 
antics of Charlie Chaplin with 
your joystick and avoid 
getting caught by the 
inevitable baddie. 

If you do get caught, the 
baddie will hold on to you for 
a certain length of time acting 
as a penalty because each 
scene is timed - and in the 
movie business time is money. 
And you don't have much. 

Once your scene has been 
recorded you may retire to 
the edit suite. Here the scene 
you have just directed will be 
played back to you, if you like 
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Charlie Chaplin will be 
available for the Commodore 
| 64, Spectrum, IBM PC, 

I Amstrad and Atari ST. 

No news on the James 
Dean or Marilyn games - 
but, as always, watch this 
space! 


it, then it's on to the next 
scene, if you don't it will hit 
the cutting room floor and you 
will have the chance to do a 
re-take. But beware, as 
mentioned before - time is 
money and you will have 
been given a budget for the 
production of this film. 

Obviously, if you have to 
re-shoot a scene, it will be 
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draw back and your very 
own silent movie will be 
recreated before your eyes. 
Between each scene, a 
more costly and you could risk storyboard caption will 


going over budget, turning 
success into a failure. 
Remember - you have to 
produce a box office hit! 

Just like working on C +VG 
really. 

Once all the scenes have 
been shot, depending on the 
requirements of the script. 


appear and your black and 
white silent movie is complete! 

Now all that's left is the 
reaction from the audience if 
the applause is loud and long, 
you will be awarded higher 
box office earnings. This is the 
crucial time when you know if 
you've made it! 
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AMOUNT OF BUDGET GAMES 

NO 

OTHER COIN-OP LICENCE 

NO 

FAMILIAR FILM TIE-IN 

NO 

ORIGINAL GAME 

CAN COME CLOSE 

MAY THE FORCE BE WITH YOU. ALWAYS..... 
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® & © 1978 Lucasfilm Ltd & Atari Games 
All rights reserved. Used under Authorisation. 
K DOMARK 22 Hartfield Rd, London, SW19 3TA' 


At last! The most famous 
coin-op Arcade Game and one of 
the most successful films of our 
era come together in this 
Domark publication. 


Faithful to the original, the 
home computer version of 
STAR WARS® will win first 
place in your games collection, 
and be the one you go back to 
time after time. 


Atari ST. 

CBM 64/128K 
Spectrum 48/128K 
Amstrad CPJgp 
BBC 
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KNIGHTMARE, Anglia TV’s magical mix of 
adventure game and ultra-sophisticated 
computer graphics, is the television hit of the 
year. Did you catch C + VG’s feature on it last 
month? The series has now ended hut, 
hopefully, a new one will be dazzling our 
screens next year. 

Activision has snapped up the rights to the 
television idea and has now released the game. 
The arcade adventure is set—as is the TV 
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programme—in a mysterious castle. 

We can’t arrange for you to appear on the 
television show but, thanks to out* friends at L 
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Activision, we’ve fixed up the next best thing— * 
the chance to encounter the exciting liVe role 1 
playing w orld of The Labyrinthe. f . T 

The Labyrinthe Club is run by former civil 
engineer Pete Garner. It operates in two 
locations—one location is some my sterious 
caves, the other is an island known ^s The Isle 
of the Dead. . 

Adventurers*—usually of four classes^-. 
Warrior, Wizard, Priest and Pathfinder—are 
approached to undertake a quest. 

How long wp) it take? About three hours for 
the standard adventure. In the first hour you 
wiu be taught safe combat with our weapons 
and briefed on your chosen character class. 
However, behind the scenes deep within the 
cave^fsystem, strange forces Will be operating. 
Hordes of psychopathic ores will be massing, 
evil necromancers will be recalling vicious 
incantations^ dark priests wlttJ^e mustering 
their undead armies, generally mb monsters 
w ill be getting ready to meet you. 

We’ve got 12 places for winners of our 
competition to experience the Labyrinthe caves 
and the next 50 runners-up will get a copy of_ . 
Knightmare. But to go to the caves you must be I 
12 or over. "V 


KNIGHTMARE COMPETITION 

1) Activision released a game called Labyrinth 
based on a film starring a famous pop singer. 
Who was he? 

Answer__ 

2) What is the name of Knightmare’s dungeon 
master? Is it: A-Treguard. R-Trellis. C- 
Trefriend. 

Answer_ 

3) Activision is bringing out a game based on 
Muscleman Arnold Schwartzeneggar. What is it 
called? 

Answer_*_ 

Send in your answers together with the 
printed form to Knightmare Competition, 
Computer+Video Games, 30-32 Farringdon 
Lane, London EC1R 3AU. The closing date 
is December 16th and C+VG’s Dungeon 
Master will have the final decision. Don’t 
forget to say which computer you own. 

NAME. 

ADDRESS... 

••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••a 

••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
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Contact your nearest computer store 
for details on full range or clip 
the coupon. / 

Prices from £5.95 — £29.95 f - 

Euromax Electronics Ltd., / 

FREEPOST Bessingby Ind. Estate.^^ ^ 
Bridlington. f S 

Y016 4SJ ^ ^ 

© 0262 602541 / <9> 
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started 

discussions with the new 
Paramount regime about 
another series. Preliminary 
details were finalised in late 
1986 and Roddenberry was 
given a free creative hand 
and a budget of 
approximately a million 
dollars for each episode. 

Crew Cut 

Afresh, fairly young, 
production team was put 
together but Roddenberry 
wanted some continuity with 
the old series so he brought 
in two older-times advisors. 
David Gerroid was 
responsible for the famous 
Trouble With Tribbles episode 
and, more recently, wrote the 
original short story for the film 
Enemy Mine. Bob Justin, 
original Associate Producer 
of Star Trek, was also brought 
in to balance Gerrold’s 
writer’s eye with expertise of 
film making. 

Both joined a brain¬ 
storming team who’s job it 
was to come up with not only 
story ideas but also a new 
future reality. According to 
Roddenberry the creation 
process was made worse 
because they had to move 
the futuristic technology of 
Star Trek forward nearly one 
century rather than looking 
forward from the reality of the 
1980s. 

The original sets have 
been updated, rather than 
redesigned, to keep 
continuity with the old series. 
The bridge of the Enterprise 
with its Captain’s chair and 
surrounding control stations 
and panels do not look a 
great deal different from 
those you’ll have seen in the 
movies. 


The crew’s costumes have 
gravitated towards boiler 
suits, the living quarters are 
much more outlandish - 
because of the increase of 
strange creatures on the staff 
- and the production team 
has been able to buy 
different looking corridors, 
rather than having to use the 
same one to race or walk 
down every time, in an effort 
to make the ship look larger. 

The special effects, from 
spaceship propulsion to 
Phaser fire will be at the 
forefront of movie 
technology. Roddenberry has 
hired California-based 
Industrial Light and Magic, an 
outfit created by Steven 
Spielberg to produce the 
effects on Poltergeist a nd 
other movies - including the 
Star Wars pre-quel, Clone 
Wars, which is about to start 
filming at Pinewood. 


Captain’s Log. Stardate 16.12.87. 
C+VG’s John Gilbertt, who boldly 
goes where many people can’t 
be bothered to go, reports 
on Star Trek — The New 
Generation now being 
filmed in Hollywood. 

What will the final 
frontiers of space be 
like without Captain 
Kirk, Mr Spock, 

Bones and Scotty? 


Four successful movies, a 
non-stop deluge of fan mail 
and the continued popularity 
of science fiction prompted 
Paramount Pictures to 
reincarnate Star Trek, the 
television series. 

It’s taken ten years for the 
moguls to reach their 
decision and, because the 
original cast has grown older 
and technology has 
overtaken fiction, they have 
set the new series amongst 
The Next Generation of Star 
Fleet officers and crew. More 
than 75 years have passed 
since the original USS 
Enterprise was launched for 
its five year mission of 
exploration. Captain Kirk, 
Scotty and even Mr Spock 
are dead, the Federation has 
inaugurated seven 
consecutive versions of the 
legendary Enterprise, and the 
implements of exploration 
and warfare have changed. 

But, the Federation has not 
found the edges of the 
universe, despite Kirk’s early 
efforts, and continues the 
search for new life forms, 
minerals and phenomena. 
The Enterprise still has that job 
and the way in which its new 
captain and crew go about it 
is the central strand of the 
new series. 


Pre-flight Check 

Gene Roddenberry, 
of Star Trek and now in his 
mid-sixties, is the man behind 
The Next Generation. He was 
Paramount’s obvious choice 
as Executive Producer but 
was initially sceptical about 
the project. 

The company has in the 
past treated him shabbily. 
Roddenberry sold Paramount 
the complete package, 
scripts, crew and rights, in 
order to get the company to 
take the series and push it for 
a prime-viewing time slot. 
Paramount was not 
convinced that the show 
would work and, during its first 
two seasons, Gene was 
constantly at war with 
television executives and 
eventually resigned as 
producer when he’d had 
enough. 

He returned to Star Trek as 
Executive Consultant when 
the series hit the big screen 
and, when Wrath of Khan was 
doing the cinema circuit in 










































The result puts 
the big movie 
effects of Wrath of 
Khan and Search for 
Spock onto the small 
screen. It also 
ensures that the 
planet exteriors, 
which in some episodes 
out-number views of the 
Enterprise’s interior, are as 
realistic as present day 
earth, and as imaginative as 
the landscapes produced at 
Pinewood for Ridley Scott’s 
fantasy film Legend. 

The series has a scientific, 
rather than military, basis so, 
rather than use the constant 
‘shoot to kill’ directive of the 
original series, the Captain 
has to rely on thought, rather 
than weapons and a big 
mouth, to escape disasters. 

He’s also more of a co¬ 


which was never shown but 
you can now buy on video. 
The jobs of second in 
command and science 
officer have been split - 
because there’s more money 
to spread around. A head of 
security has been added as 
well as a number of Star Fleet 
personnel. 

The case is headed by 
British Shakespearian actor 
Patrick Stewart, who recently 
starred in Dune and, two 
years ago, took to UK 
television in a BBC tv series 
called Maybury. He plays 
Jean-Luc Pichard, who is the 
only normal earthling in the 
series. 

One criticism of the old 
series was that the Captain 
put himself into too many 
dangerous situations and he 
beamed down to planets 
when he should have stayed 
with his vessel. The criticism 
has been heeded and, while 
Pichard does step into 



ordinator than the leader 
James Kirk was and allows his 
crew the luxury of solving 
problems themselves. The 
cast extra who you know will 
always be killed by the aliens 
is also gone and replaced by 
the alarming possibility that 
the main characters may be 
seriously injured - a 
possibility explored in the 
movies but not the original 
series. 

Cast All Set 

As Leonard Nimoy and 
William Shatner step back to 
consider the possibility of 
directing a few episodes of 
the new series’ a new cast, 
which includes a 15 year old 
boy, takes control of the 
Enterprise. 

Roddenberiy has gone 
back to the original Star Trek 
ideals, set out in The Cage, 
the two-hour pilot episode 


danger on occasion, it’s 
usually the wonderfully 
created characters amongst 
his crew who are always in 
the firing line. 

One of those unfortunates 
is Commander William Riker, 
played by Jonathan Frakes. 
He’s called Number One - 
the original Mr Spock in The 
Cage pilot - and is Captain 
Pichard’s heir apparent. 

Spock’s science officer’s 
job goes to Lieutenant 
Commander Data, played by 
Brent Spiner. The character’s 
an android with Spock’s 
fabulous head for facts and 
logic, combined with the 
strength of the Six Million 
Dollar Man - that was how it 
was described to me! You 
may remember Brent Spiner 
from appearances in Hill 
Street Blues and Cheers, but 
he’s most renowned in the 



’States for his theatrical work 
and has appeared several 
times on Broadway. 

The second brainy 
Enterprise passenger is a 15- 
year old math’s genius called 
Wes Crusher. The boy is too 
inquisitive for his own good 
and, in most of the first series 
episode requires rescuing 
from situations over which his 
brain but not his body has 
control. Wes is played by the 
new Hollywood discovery Wil 
Wheaton. 

His mother, Dr Beverly 
Crusher, is the ship’s medical 
officer who has little time for 
sleep. When she’s not at her 
post in Sick Bay she’s keeping 
Wes, the spoiled brat, in 
check. She’s played by 
Cheryl McFadden, a director 
and actress who works mainly 
on American television. 

Women play an important 
role in the running of the USS 
Enterprise. The female officer 
is joined by Ship’s Security 
Officer Natasha Yar. 

Her job has changed and 
expanded since the original 
series and she now has the 
power to order an alert, be 
consulted about all planetary 
missions and, unless the 
Captain has a preference, 
choose landing parties. She’s 
played by Denise Crosby, 
who’s main claim to fame is a 
co-starring role in Eddie 
Murphy’s 48 Hours. 

The Search For 
Success 

Gene Roddenberry doesn’t 
pretend to believe he’s onto 
a sure fire winner. The series, 
like any other, will have to 
prove itself before 
Paramount supplies more 
money for the next one. 

The elements of failure are 
there. It cannot rely on the 
old series for success 
because it uses a different 
formula and characters. It’s 
not certain whether viewers 


will like the new, more alien 
lead characters, and it’s also 
not certain whether Trekkie 
fans will continue to support 
the movie voyages but avoid 
the series which could be 
seen as a cynical 
manipulation in order to 
make more money. 

But, the signs are also 
there. Each week’s story will 
contain human interest as 
well as action and special 
effects. Also, the science on 
the show is very possible 
within the context of the 24th 
Centuiy, and the story lines 
are fluid enough to be 
believable within the 24th 
century setting - the writers 
have been careful not to use 
any present day 
Americanisms which 
appeared in, and dated, the 
first series. 

Unfortunately, it will be the 
American public who will 
decide the success or failure 
of Star Trek— The Next 
Generation. The show started 
in the last week of October 
with a two-hour teleplay 
called Encounter At Far Point, 
written by Gene Roddenberry 
and the late D C Fontana - 
script editor of the original 
show. The BBC has not yet 
picked up the rights to the 
series and if it doesn’t show 
an interest soon Paramount 
may sell it to ITV. 

Latest so-called press 
leaks claim that the series will 
not arrive in Britain until 
December 1990. 

Still, who knows? We could 
see The Next Generation 
when it has already flopped 
and been dropped in the 
States. It’s a sad state of 
affairs, but if you want to see 
Star Trek over here before 
you grow old take the advice 
Gene Roddenberry gave 
fans when they wanted a new 
Star Trek series in the late ’60s. 
Write to your local television 
station. 
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CASTLE HOUSE 
11 NEWCASTLE STREET 
BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 
(10 LINES) 


WE’RE GETTING READY FOR XMAS! 


SPECTRUM SPECIAL OFFERS 


COMBAT SCHOOL 
MAD BALLS 
GRYZOR 

GAME SET & MATCH 
PHANTIS 
RASTAN 
NAVY MOVES 
MATCHDAYII 
PSYCHO SOLDIER 
VICTORY ROAD 
THUNDERCATS 
BUGGY BOY 
OUTRUN 


5.25 

5.25 

5.25 

9.50 
5.25 
5.25 
5.25 
5.25 
5.25 
5.25 

5.50 

5.50 

6.50 


1 ACTION FORCE 

I JACKAL 

6.95 1 

5.50 | 

TRANTOR 

6.45 

RENEGADE 

5.50 

BUBBLE BOBBLE 

5.50 

LAST NINJA 

6.50 

W CLASS L’BOARD 

6.50 

TAI PAN 

5.50 

JACK NIPPER II 

5.50 

CENTURIONS 

6.50 

RODE RUNNER 

6.50 

HIT PACK 6 VOL 1 

6.95 

HIT PACK 6 VOL II 

6.95 

GUNSHIP 

6.95 

EXELON 

5.50 

WIZBALL 

5.50 

NINJA HAMPSTER 

6.50 

INDIANA JONES 

6.50 

SOLOMONS KEY 

6.50 

SURVIVOR 

6.50 

PAPERBOY 

5.50 

ATHENA 

5.50 

LAST MISSION 

6.50 

SENTINEL 

6.95 

PEGASUS BRIDGE 

9.50 

GAME OVER 

5.50 

ENDURO RACER 

6.95 


★★★★★★★★★★★★★★★★★★ 

* SPECTRUM SPECIAL OFFERS * 

2 JUDGE DREDD 2.99 * 

* INTERNATIONAL KARATE 2.75 * 

* HEAD COACH 2.75 * 

2 FOOTBALL MANAGER 2.75* 

2 FA CUP FOOTBALL 2.99* 

* GROWING P.A. MOLE 1.99* 

2 CITY SLICKER 1.99* 

2 VIRGIN ATLANTIC CHALL 1.99 * 
2 BUTCH HARD GUY 2.99 * 

* SOREDONS SHADOW 2.99* 

2 ORBIXTHETERRORBALL 2.99 * 
2 ELITE 7.50 * 

* PROHIBITION 4.95 * 

* SHOCKWAY RIDER 2.99* 

1 FALCON PATROL II 1.99* 

* COBRA 3.95 * 

* I.C.U.P.S. 1-99 * 

2 STAINLESS STEEL 2.99 * 

* BREAKTHROUGH 2.99 * 

2 CRYSTAL CASTLES 1.99* 

* QUARTET 5.95 * 

* RAMBO 1-99 * 

* BUGSY 1-99 * 

* 10th FRAME 2.99* 

* BUBBLER 3.95 * 

2 DEEP STRIKE 2.99 * 

* THANATOS 2.99 * 

* DAN DARE 2.99 * 

2 HIVE 2.99 * 

* KINETIK 2.99 * 

* OFF THE HOOK 2.99* 

* CHALLENGE GOBOTS 2.99* 

* LEADERBOARD 4.95 * 

* ARMY MOVES 3.95 * 

* GAME OVER 3.95 * 

* JAIL BREAK 2.99* 

* NEMESIS FINAL CHALL 2.99* 

* NEMESIS WARLOCK 2.99* 

* PSI5 TRADING CO 2.99* 

* DONKEY KONG 2.99* 

★★★★★★★★★★★★★★★★★★ 


SPECTRUM SPECIAL OFFERS 

SCALEXTRIC 6.95 

CATCH 23 6.50 

VULCAN 6.95 

ARMY MOVES 5.50 

ARKANOID 5.50 

BISMARK 6.95 

TOBRUK 6.95 

THEATRE EUROPE 3.95 

BATTLE OF BRITAIN 3.95 

BATTLEFIELD GERMANY 8.95 

ANNULS OF ROME 8.95 

RYGAR 6.50 

STARGLIDER 10.50 

FI5 STRIKE EAGLE 6.95 

THE PAWN 10.95 

ZYNAPPS 5.50 

HYDROFOOL 5.50 

KILLED UNTIL DEAD 6.96 

BARBARIAN 6.95 

MYSTERY ARHAM MANOR 5.50 
SUPER SPRINT 6.95 

CALIFORNIA GAMES 6.50 

DRUID II 5.50 

BANGKOK KNIGHTS 6.95 

CONFLICTS II 5.50 

FLUNKY 6.95 

HYBRID 5.50 

DURRELBIG4 6.95 

MASK 6.50 

DEATH WISH 3 5.50 

ARMAGEDDON MAN 9.50 

RED L.E.D. 6.50 

HIGHLANDER 2.99 

DOG FIGHT 2187 2.99 

EXPLORER 2.99 

CAMELOT WARRIORS 2.99 

MUST GO! SILLY PRICES! 

DEATH SCAPE 2-99 

RAN A RAMA 2.99 

GUN RUNNER 2.99 

GALVAN 2.99 

BRIDE FRANKSTEIN 2.99 

HYBRID 2.99 


C64 SPECIAL OFFERS 

MADBALLS 
MATCHDAY II 
STEALTH FIGHTER 
AIRBOURNE RANGER 
PSYCHO SOLIDER 
COMBAT SCHOOL 
VICTORY ROAD 
OUTRUN 
SUPER SPRINT 
RASTAN 


6.25 

6.25 

10.95 

10.95 

6.25 

6.25 

6.25 

6.75 

6.75 

6.25 


* WTHortum.. W..U.U 

* BORED OF RINGS 

2.99* 

* THEBOGGIT 

2.99* 

★ FOOTBALL MANAGER 

2.99 ★ 

★ HEACOACH 

2.99 * 

★ INTERNATIONAL KARATE 2.99 ★ 

★ BREAKTHROUGH 

2.99 ★ 

★ CRYSTAL CASTLES 

1.99 * 

* KUNG FU MASTER 

2.99 * 

* SIGMA 7 

2.99 J 


GnYZUn 

PHANTYS 

D.£3 

6.25 

TOMAHAWK £2.99 V 

THUNDERCATS 

6.75 

* NOW GAMES 4 

5.95 2 

BUGGY BOY 

6.75 

2 LORDS OF MIDNIGHT 

2.99 2 

These Prices Only Apply If 

7 DOMARKS REVENGE 
* MOVIE MONSTER 

4.95 2 

3.95 * 

Games Ordered 

In Advance 

* SHAO LINS ROAD 

3.95 * 

HIT PACK 6 VOL II 

6.95 

★ FA CUP FOOTBALL 

2.99 ★ 

TAIPAN 

6.50 

★ BALL BLAZER 

1.99 ★ 

RENEGADE 

6.50 

★ NODES OF YESOD 

2.99 ★ 

BUBBLE BOBBLE 

6.50 

★ I.C.U.P.S. 

1.99 * 

W CLASS L’BOARD 

6.95 

* THING BOUNCES BACK 

3.95 2 

CALIFORNIA GAMES 

6.95 

2 KNIGHT GAMES 

2.99 2 

INDIANA JONES 

6.95 

2 SILENT SERVICE 

5.50 2 

SOLOMONS KEY 

6.95 

2 FIST II 

3.95 * 

ACE 2 

6.95 

* SPACE HARRIER 

3.95 * 

CENTURIONS 

6.95 

* SENTINEL 

3.95 ★ 

RYGAR 

6.95 

★ TIGER MISSION 

2.99 * 

RODE RUNNER 

6.95 

★ JUDGEDREDD 

2.99 ★ 

SURVIVOR 

6.95 

★ JAIL BREAK 

2.99 ★ 

ELITE 

7.50 

★ NEMISIS FINAL CHAL 

2.99 * 

GUNSHIP 

10.50 

* EAGLES 

2.99 2 

EXELON 

6.50 

2 RANA RAMA 

2.99 2 

STAR PAWS 

4.95 

2 NEMISIS WARLOCK 

2.99 2 

STAR GAMES II 

6.95 

2 CHOLO 

4.99 2 

LIFE AMMO 

6.75 

2 GREAT ESCAPE 

2.99 * 

SUPER HANG-ON 

6.75 

* WERNER 

2.99 ★ 

FREDDY HARDEST 
MASK 2 

5.50 

5.50 

★ MARIO BROS 

2.99 * 

FLYING SHARK 

5.50 

★ ★★★★★★★★★★★★★★★★•A- 


C64 SPECIAL OFFERS 

ALLEYCAT 

BOULDERDASH CON KIT 

NOMAD 

GLIDER RIDER 

MUTANTS 

BIGGLES 

SHORT CIRCUIT 

ASTERIX 

PSI5 TRADING CO 
ASSAULT MACHINE 
PARALLAX 
DANDY 

DEACTIVATORS 
TAG TEAM WRESTLING 
GOLF CONST SET 
NUCLEAR EMBARGO 
MISSION ELEVATOR 
BAZOOKA BILL 
VIKINGS 
COMIC BAKERY 
TAU CETI 

ROCKY HORROR SHOW 
SPLIT PERSONALITIES 
TIGERS IN THE SNOW 
ROBIN OF THE WOOD 
JACK THE NIPPER 
YIEAR KUNG FU II 
AVENGER 
BISMARK 
CYBORG 

DEATH OR GLORY 
CONVOY RAIDER 
KAYLETH 
SABOTEUR II 
LIVING STONE 
DOUBLE TAKE 
DONKEY KONG 
DOG FIGHT 2187 
DEATH SCAPE 2000 


2.99 
3.95 

1.99 

2.99 
2.99 
2.99 
3.95 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
3.95 
3.95 
3.95 
2.99 
2.99 

2.99 

1.99 

1.99 

2.99 

1.99 
3.95 

2.99 
2.99 

3.95 
2.99 

6.95 

3.95 
3.95 

6.50 
3.95 

5.50 

6.50 
2.99 
2.99 
2.99 
2.99 


SALE NOW ON! 


C64 DISCS 

BORED OF RINGS 
WOLRD TOUR GOLF 
W CLAS L'BOARD 
THE INHERITANCE 
SHAOLINS ROAD 
BOBBY BEARING 
CAMELOT WARRIORS 
DANDY 
THE VIKINGS 
VERACRUZ 

GANDALFTHE SORCERER 
I.C.U.P.S. 

MISSION ELEVATOR 
JUDGEDREDD 
INFILTRATOR 
DRAGONS LAIR 
SKY RUNNER 
FIST II 

CHAMP WRESTLING 
ROCK’N’WRESTLE 
RAMBO 
INFODROID 
TAI PAN 
RENEGADE 
EPICS EPYX 
GUNSHIP 

DEFENDER OF CROWN 
TEMPLE OF APSHI (Tril) 
BISMARK 
RODE RUNNER 
GUILD OF THIEVES 

THEY'RE ALL SSI 
DISCS TO CLEAR! 

GETTYSBURG 
REBEL CHARGE 
OF CHICKAMAUGA 
RDF 

GEMSTONE HEALER 
PANZER GRENADIER 


2.99 

11.95 

10.50 

4.95 

5.95 

4.95 

5.95 

4.95 

4.95 

6.95 
2.99 

4.95 

5.95 

5.95 

4.95 

5.95 
5.95 
5.95 

5.95 

4.95 

3.95 
2.99 

10.50 

10.50 

10.50 

14.95 

10.50 

4.95 
10.50 
10.50 
14.95 


12.95 


12.95 

11.95 
9.95 

12.95 


AMSTRAD SPECIAL OFFERS 

TOP GUN 3.95 

EXELON 6.50 

TAI PAN 6.50 

RENEGADE 6.50 

ENDURO RACER 6.95 

W CLASS L’BOARD 6.95 

SPACE HARRIER 3.95 

BIG SLEEZE 5.95 

NODES OF YESOD 2.99 

TT RACER 4.95 

BREAKTHROUGH 3.95 

THEBOGGIT 2.99 

MAG MAX 3.95 

GRANGE HILL 2-99 

SPINDIZZY 2.99 

SHOCKWAY RIDER 2.99 

SHORT CIRCUIT 2.99 

FAIRLIGHT 2.99 

STRIKE FORCE COBRA 2.99 

CITY SLICKER 1.99 

ELEVATOR ACTION 2.99 

NOW GAMES 3 3.95 

OUTRUN 6.95 

SABOUTERII 2.99 

COMIC SHOCK ABSOBRBER 2.99 

NEMISIS THE WARLOCK 2.99 

NEMISIS FINAL CHALLENGE 2.99 

CHOLO 4.95 

JACKAL 6.50 

ACTION FORCE 6.95 

ELECTRO GLIDE 2.99 

GAME SET & MATCH 9.50 

KUNG FUN MASTER 3.99 

AMSTRAD DISCS 

W CLASS L’BOARD 10.95 

RENEGADE 10.95 

TAI PAN 10.95 

EXELON 10.95 

V 3.95 

PING PONG 3.95 

MOVIE 3.95 

STAINLESS STEEL 4.95 

SHAOLINS ROAD 4.95 


ST SPECIAL OFFERS 

BARBARIAN (PALACE) 

T.N.T. 

EAGLES NEXT 
BOULDERDASH 
ROAD RUNNER 
DEATH STRIKE 
GUILD OF THIEVES 
DEGAS ELITE 
BUREAUCRACY 
MOONMIST 
KINGS QUEST II 
HOLLYWOOD HIJINX 
STRATREX 
BALANCE OF POWER 
STRIP POKER 
SUPER HUEY 
WINTER GAMES 
STARGLIDER 
TAI PAN 
RENEGADE 
ARMY MOVES 
FLIGHT SIMULATOR II 
PHANTASIE II 
TERRORPODS 
BARBARIAN 
NINJA MISSION 
SILENT SERVICE 
W CLASS L’BOARD 
HITCH HIKERS GUIDE 
TOP GUN 
SLAP FIGHT 
PERRY MASON 
LURKING HORROR 
THE BARDS TALE 
THE PAWN 
WORLD GAMES 
GOLD RUNNER 
THE SENTINEL 
AIRBALL 
TRACKER 

DEFENDER OF CROWN 
FLIGHT SIMULATOR II 
MORTVILLE MANOR 
DIABLO 


AMIGA SPECIAL OFFERS 

10.95 FLIGHT SIMULATOR II 34.95 

13.95 GUILD OF THIEVES 17.95 

13.95 BALANCE OF POWER 21.95 

17.95 BARBARIAN 17.95 

17.95 TERRORPODS 17.95 

10.95 GOLD RUNNER 17.95 

17.95 DEFENDER OF THE CROWN 21.95 

20.95 DEJAVU 21.95 

22.95 FAERYTALE ADVENTURE 34.95 

22.95 GUILD OF THIEVES 16.95 

22.95 MEAN 18 GOLF 21.95 

22.95 SUPER HUEY 14.95 

14.50 WIZARDS CROWN 21.95 

22.95 ROADWAR 2000 21.95 

14.50 SPACE BATTLE 6.95 

14.50 PHALANX 6.95 

17.95 DEMOLITION 6.95 

17.95 STATIONFALL 21.95 

14.75 HARDBALL 17.95 

14.75 SHANGHAI 17.95 

14.75 BUREAUCRACY 21.95 

42.50 STARGLIDER 17.95 

17.95 ADVENTURE CON SET 21.95 

17.95 UNINVITED 21.95 

17.95 TEMPLE OF APSHAI (Tril) 12.95 

6.95 SINBAD 21.95 

17.95 EARL WEAVER BASEBALL 17.95 

17.95 CHESSMASTER 2000 17.95 

22.95 LEADERBOARD 17.95 

14.75 CHALLENGER 6.95 

14.75 ARCTIC FOX 14.95 

14.50 BORROWED TIME 17.95 

22.95 SORCERER 21.95 

22.95 DEADLINE 21.95 

17.95 ENCHANGER 21.95 

17.95 WITNESS 21.95 

P.O.A. STARCROSS 21.95 

14.95 DELUXE PAINT II 51.95 

17.95 DELUXE MUSIC KIT 51.95 

17.95 NINJA MISSION 7.50 

16.95 FEUD 7.50 

34.95 SPACE RANGER 7.50 

13.99 WINTER GAMES 17.95 

10.95 AMIGA A500 470.00 


HARDWARE BARGAINS 

SPECTRUM +2 £129.95 

SPECTRUM +3 £165.95 

AMSTRAD 464 mono £165.95 

AMSTRAD 464 colour £275.95 

ATARI 520 stm £230.00 

ATARI 520 stfm £269.00 

AMIGA 500 + mod £460.00 

AMIGA 500 + software £460.00 

AMSTRAD 1512 from £440.00 

AMSTRAD 1640 from £895.00 

ALL PRICES INCLUDE VAT CARRIAGE £5 EXTRA 

SEGA MASTER SYSTEM £94.95 

LIGHT PHASER £42.95 


THE NINJA 
ENDURO RACER 
WORLD SOCCER 
QUARTET 
OUT RUN 
CHOPLIFTER 
GAN6STERT0WN 
BLACK BELT 


18.95 

18.95 

18.95 

18.95 

23.95 

18.95 
18.95 
18.95 


SUPER TENNIS 
MY HERO 
TRANSBOT 
ROCKY 

SPACE HARRIER 
WONDER BOY 
ASTRO WARRIOR 
WLD GRAND PRIX 


13.95 

13.95 

13.95 

23.95 

23.95 

18.95 
18.95 
18.95 


ANY GAME NOT RELEASED WILL BE SENT ON DAY OF RELEASE 

BEST SERVICE, BEST PRICES 
PHONE US NOW. WE WON’T BE BEATEN 

P.P. Free on order over £5. Under £5 add 50p. Overseas £1 per game 

(MAIL ORDER PRICES ONLY) 























































Pirates! The world’s first swashbuckling simulation 


Aon-stop action and 
historical drama take place 
on the Spanish Main during 
theJ^tp cehtpry and yini play 
the leading rdte- Privateer 
Captain , a pi rah in all but 
name. 

Leap into this era of 
turbulence and change—a 
ti m e when tlari ng 
adventurers can gain power * 
and wealth. 


Raid treasure-laden 
galleons and plunder rich 
ports. Learn to navigate , to 
fence and to avoid mutiny. 

Uniquely Pirates! 
combines the excitement off 
fin adventure story with the 
challenge of simulation 
decision-making: You rhust 
choose the most lucrative 
expeditions, forge the most 
fruitful alliances and 


negotiate the greatest profits. 

Success u 7 11 determine 
your status in later life. How 
will you end your days? A 
prosperous noble or common 
scoundrel? 

Pirates! will be landing in 
all good software stores soon. 


Commodore 64/128. Disk £19.95. 
Cassette £14.95, 

MicroProse Software Ltd. 2 Market Place, Tetbury, Gloucestershire GL8 8DA. Tel: (0666) 54326. Tlx: 434222 MPS/UKG 





























By the time you read this, Nigel Mansell, Britain’s fastest man, could 
just be the Formula One World Champion. The last Grand Prix of 
the season takes place in Australia and our Nige will have been 
going all out to make sure he comes out on top down under! What 
ever the result, YOU can be sure that Martech’s new Fl racing game 
will be on pole position when all the driving games line up on the 
starting grid this Christmas. We’ve been taking a stroll around the 
pits to bring you this exclusive preview... 


Nigel Mansell’s Grand Prix racing game 
promises to be the most accurate 
representation of Formula One racing yet- 
seen on computer. The programmers, father 
and son team Dave and John Looker, have 
submerged themselves in technical data 
supplied by the Canon Williams-Honda 
team to make sure every aspect of the game 
is as close to real Formula One racing as 
they can possibly get. 

The game will put you in the cockpit of a 
Canon Williams-Honda Fl racer— 
complete with mega-powerful turbo¬ 
charged engine! You’ll be able to practice, 
race in full length Grand Prix events for 
championship points, experience the thrill 
of pit stops, take on the world’s top racing 
drivers and, just maybe, win the World 


Before you take to the track however 
you’ll be asked to “set-up” your car. That 
means you can choose which tyres you 
want, adjust the wing settings—those 
aerodynamic devices on the nose of the car 
— and play around with the ride height— 
how far the car runs above the track 
surface. If you’re not into all this fiddling 
around you’ll be able to select a standard 
setting and simply blast away! 

During a race you’ll also be able to drop 
in on the pits to change tyres if you find 
your car losing grip or if you receive a radio 
message from your team to come in. 

You can ignore their advice however — if 
you reckon you can last until the end of the 
race on the same set of rubber. 

Like the real thing, your computerised 
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Championship. 

Load up the game and you are presented 
with a view of the track and all the cockpit 
instrumentation. 

OK, so a real racing driver wouldn’t see 
such a bewildering array of read-outs—but 
he would have all the info about fuel 
consumption, laps left, fastest lap, and how 
near the nearest rival is on the radio link 
modern drivers have with their teams in 
the pits. 

If you’re serious about going for the 
World Champ title, you’re going to have to 
take notice of this info — but forget it for a 
while and just experience the thrill of 
driving a turbo-racer around any one of the 
16 Grand Prix circuits in Europe, the US, 
Japan and Australia. 

The scrolling is fast and silky smooth— 
and there’s added realism thanks to the 
trackside scenery and competing cars on 
the track. 




Williams-Honda has a six speed gear box— 
operated via the joystick — and a turbo¬ 
boost button. You use the turbo to gain 
greater speed—but it uses up fuel at a 
horrendous rate, so watch that fuel guage 
while you are racing. 

It has been known for racing drivers to 
run out of fuel on the last lap of a race just 
as they were about to win the race—you 
don’t want that to happen to you! 

Watch your gear changes too—if you 
over-rev the engine once too often you 
might just end up with a pile of mangled 
metal where your engine used to be. The 
game is that realistic! Worn tyres are 
another hazard—you might just end up 
spinning off if you’ve abused your tyres by 
overbraking into corners and so on. 

Weather conditions are another random 
factor in Grand Prix racing—rain and heat 
affect the performance of cars. And this is 




DID 


also being built into the game. You could 
end up driving in torrential rain in 
England or watching your engine 
temperature soar to danger level in Brazil. 

During each race you’ll be able to call up 
a map of the circuit—a facility unavailable 
to even the most hi-tech drivers—which 
shows you your position in the race. Useful 
to check on the opposition. Also useful are 
the wing mirrors which show who is 
attempting to overtake and grab that first 
place away from you! 

“We wanted to make the game as 


was too much really—much of it we won’t 
be able to use! 

“We also went down to Brands Hatch for 
one of their racing school sessions to get the 
feel of driving a single seater.” 

Many hours and lots of technical work 
has gone into producing Nigel Mansell’s 
Grand Prix — and it shows. You’ll really 
feel like you’re competing in a Grand Prix. 

Driving games are IN this year—but 
you won’t get one that’s more realistic than 
Nigel Mansell’s Grand Prixl 


accurate as possible—but without making 
it so technical it puts people off,” said 
programmer Dave Looker. “You can either 
play the game as if it was, say a Pole 
Position, or you can go the whole way and 
compete in a World Championship season.” 

“We got a lot of technical back up from 
the Canon Williams-Hona team. Details 
about the car and how it was set up. There 
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200 MPH CHIPS! 

The modem Formula One car is 
almost a 200 mph computer! 
Microprocessors control many 
aspects of the modem Grand Prix 
car—the fuel consumption, 
engine management and recently 
even the suspension system. In 
the pits the FI teams monitor the 
performance of the car 
throughout the race via a radio 
link to all these chips, relaying the 
information back to the driver via 
his helmet radio. Outside the 
cockpit complex computer 
systems run the highly advanced 
timing devices used to check 
speeds of the cars— 


them down to fractions of a 
second. And it’s these fractions 
which can separate the cars on 
the front row of a Grand Prix grid 
—that’s how competitive FI 
racing is. 

How will you measure up the 
computer World Championship? 


ABOUT NIGEL MANSELL 

• Nationality: British 

• Age: 33 

• Home: Isle of Man 

• FI Teams: Lotus 19804,1985 
onwards Canon Williams- 
Honda. 

• First Grand Prix: Austria 1980 

• Number of Grand Prix Wins in 
1987: Six 

• World Championship Piacings: 
198144th, 198244th, 198342th, 
1984-9th, 19854th, 1986-2nd. 

§ Favourite track: Monaco. 


My answers are: 

1. _ 

2 . 

3._ 

4.. 

5._ 


Computer owned: Spectrum □ C64 □ Amstrad □ 


Want to win a VIP day out at next year’s British Grand Prix at 
Silverstone? With grandstand tickets, pit passes, AND a free lunch? 
You bet you do! Well Martech want to make sure YOU can attend the 
premier event in the UK’s motor racing calendar, so they’ve given us 
two tickets for a C+VG reader and a friend. And they’ll make sure 
you’ll get that VIP treatment we were talking about earlier! 

Then 20 runners-up will get a copy of Martech’s Mansell game, 
available for the Commodore, Spectrum and Amstrad. Just answer 
the high octane Formula One quiz, fill in the coupon and burn 
rubber to get it to Computer and Video Games , Martech Grand Prix 
Competition, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU. Closing date is December 16th, normal C+VG rules apply and 
the editor’s decision is final ’cos he thinks he knows everything 
about Grand Prix racing and is upset he can’t win. 

C+VG/MARTECH GRAND PRIX QUIZ 

1) Name the driver who has won the most Grand Prix races. 

2) Name the team Nigel Mansell drove for BEFORE the Canon 
Williams Honda team. 

3) Name the owner of the Canon Williams team. 

4) Name Nigel Mansell’s team mate in the Canon Williams Honda 
team. 

5) In what year did Nigel Mansell last win the British Grand Prix? 


C+VG/MARTECH GRAND PRIX COMPETITION 
Name:_ 














































































AVAILABLE FOR 

AMSTRAD 

COMMODORE 


SPECTRUM 


FROM YOUR LOCAL 
SOFTWARE DEALER NOW 1 


FEATURING 


BASKETBALL • SOCCER VAULT SWIMMING SHOOTING ARCHERY TRIPLE JUMP 
WEIGHTLIFTING PING-PONG • PISTOL SHOOTING CYCLING SPRING BOARD DIVING GIANT SLALOM 
ROWING PENALTIES SKI JUMP TUG OF WAR • TENNIS BASEBALL • BOXING SQUASH SNOOKER POOL 


Ocean Software Limited Ocean House 6 Central Street Manchester M2 SNS Telephone 061 832 6633 Telex 669977 Oceans C 
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GAMES 


GREATEST 
—EVER— 
SPORTS PACK 
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EXCITING 
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ALERT...ALERT...ALERT...ALERT.. . 
ALERT. Melissa Ravenflame has been 
kidnapped. Send help to IDEAs Central, 
Computer + Video Games, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. Until this 
crisis resolved IDEAs Central is operating on 
remote control. 


For success at Reaktor's RED 
L.E.D. you must get to know 
the abilities of the three droids 
and a good few maps 
intimately. 

1 FANG sticks to slopes, 
very useful for the centre (red) 
hexagon and for the top right 
and bottom left green 
hexagons, but is 
uncontrollable on acid lakes 
— even when they are ice. 
Take him to an acid world at 
your peril. 

2 HOVER floats over the 
surface and so is immune to 
acid. Isn’t so manouevrable as 
FANG or BALL but is a lot 
safer until you learn where the 
ice switches are. Very useful 
for bottom right and top left 
green hexagons and many 
others. A very handy droid. 

3 BALL doesn’t have the 
abilities of either FANG or 
HOVER, but can manoeuvre 
anywhere if the acid does not 
kill him. Also he does not take 
as much damage from the 
nasties trying to end your 


game as the other two droids. 
A good choice for the most of 
the “dry’’ landscapes and 
usually safe anywhere else 
once you find the ice switches. 

Learn the maps. Each of the 
hexagons will always go to the 
same landscape and on level 
one there are fourteen time- 
plus capsules. Ever needed 
an extra seventy minutes? 
You’ll find a couple of handy 
ones in the hexagon just 
below centre. Just make sure 
you can tell the difference 
between the positive and 
negative ones. It’s a good idea 
to have a route across the 
hexagon grid which takes you 
through as many landscapes 
as possible, with time plus 
capsules in. You can always 
just dive in to grab the others. 

Don’t be afraid of aborting a 
level if it doesn’t harm your 
route. It can be worth going in 
just to get some time or to get 
energy for a weak droid, 
where you know a safe spot 
where you can sit and defend 


THE LAST NINJA I 


Following on from where Ian 
Walker left you hanging about 
on level 6 of the Last Ninja , 
Trevor Fox of Norfolk has 
come to the rescue with the 
final solution, start at the 
beginning of level 6 and go 
NW to NE and get the blue 


bottle of sleeping potion, go 
SW, NW, NEand then follow 
the path up to the room full 
vases. Open the door by 
putting the flower in the blue/ 
white vase nearest the door. 
Go through and stun the dog 
by using the sleeping position 
— fire button/stick left to right 


yourself. Always try to enter 
the next grid level with all the 
time you can get your hands 
on. 

The BONUS is a critical part 
of playing RED L.E.D. 
Sometimes even that extra 70 
minutes is not enough. An 
extra bonus letter is awarded 
every 10,000 provided you 
picked up the last one, and 
only one is given for each 
hexagon. Learn where the 
bonus letter appears, so you 
can take it as soon as it’s 
there and get out for the next 
one. 

Always try to collect the S 
on the top and bottom blue 
hexagons, as the bonus 
phase starts you next to the 
exit for a massive 28,000 
points and seven very handy 
minutes. Decide on your 
favourites and save them for 
that S. 

The Smart bomb really 
comes into its own on grids 
two onwards. After level one, 
the enemy droids really go for 
you once you have collected 
your last energy pod. Try top 
make the last one you collect 
the one nearest the exit. 
Having a smart bomb on 
boards can make all the 
difference, as you dash for the 
exit. 

Always leave the last pod 
until after you have collected 
anything else you want to 


— but you must not be holding 
any weapons. Go NE through 
the door. In this room there is 
a giant stone archer. To get 
past him touch the small 
brown patch on the floor to 
gain Ninja Magic and just walk 
past. Keep going until you 
reach the evil Shogun, kill him 


collect on the level. A good 
trick on a few landscapes is to 
shoot all generators you meet 
and then carry a smart bomb 
to the exit, when there is both 
another generator and your 
last pod. Fire the smart bomb, 
and you’re all alone and 
completely safe. 

Droid freeze devices are a 
handy breather at any time, 
but like smart bombs, can be a 
real droid-saver on higher 
grids if you can save them 
until just before collecting the 
last pod. Again learn where 
they are. 

The most crucial thing to 
remember about RED L.E.D. 
is that you can save alot of 
time by getting to really know 
the maps. 

A lot of landscapes have 
short cuts over the edge of 
cliffs which can make the 
difference between a good 
bonus and a poor bonus, and 
between life and death as your 
last ice freeze is running out. 

The teleport network can 
also save a lot of running 
around but isn’t always the 
quickest route — a pod that is 
three or four teleports away 
may be just over the edge of 
that cliff you are standing on. 


with your sword. You are then 
sent to the room with the 
scrolls in, there are two 
squares on the floor, jump in 
to the inner one. The outer 
one kills you. Once in the inner 
square pick up the scrolls and 
you have finished. 










A.I.S. DISTRIBUTION 

SEGA 

CONSUL + HANGON 

£99.95 

TWO MEGA £24.95 

ASTROWARRIER 
OUTRUN 
SPACE HARRIER 
ROCKY 

ONE MEGA £19.95 

ALEX KIDD 
BLACK BELT 
THE NINJA 
ACTION FIGHTER 
WORLD GRAND PRIX 
SECRET COMMAND 
FANTASY ZONE 
QUARTET 
WONDERBOY 
CHOPLIFTER 
PRO WRESTLING 
ENDURO RACER 
SEGA CARD £14.95 
F.16 FIGHTER 
MY HERO 
SUPERTENNIS 
GHOST HOUSE 
TRANS BOT 
TEDDY BOY 


NEW RELEASES 
PLEASE PHONE 


CLEAR OUT SPEC C64. Ams 


£2.99 or 5 for £10 


SPECTRUM 

URIDIUM 

QUAZATRON 

GUN RUNNER 

RANA RANA 

SPORT OF KINGS 

PSI TRADING CO 

BUBBLER 

GOONIES 

SPY HUNTER 

HIGHWAY ENCOUNTER 

FAT WORM 

THANATONOS 

DEEP STRIKE 

NEMESIS THE WARLOCK 

JAILBREAK 

NEMESIS 

STRIKE FORCE COBRA 

INFILTRATOR 

KRAKOUT 

KUNG FU MASTER 

KICK BOXING 

B.M.X. SIMULATOR 

GRAND PRIX 

SKI SIMULULATOR 

FRUIT MACHINE 

JOE BLADE 

MARTIONOIDS 

REVOLUTION 

STAR GAMES I 

DANDY 

HYJACK 

DRUID 

SOCCER BOSS 
VECTRON 3D 
HYPARBALL 
BREAKTHROUGH 
SNOOKER 
XEVIOUS 
PARK PATROL 
SMASH OUT 
DIZZY PRICE 
HEADCOACH 
FOOTBALL MANAGER 
CHESS 

INDOOR SOCCER 

FIRELORD 

SAM CRUISE 

CITY SLICKER 

PYRACRUISE 

ACROJET 

SKYFOX 


PULSATOR 

COSMIC SHOCK ABSORBER 

HEARTLAND 

XARQ 

UCH. MATA 
GUNFRIGHT 
PENTA GRAM 
TARZAN 
TEM PEST 

TEMPLE OF TERROR 

ZOIDS 

I.C.C.U.P.S. 

COMET GAME 
EXPRESS RAIDER 
ICE TEMPLE 
MOONLIGHT MADNESS 
RESCUE ON FRACTULAS 
SIGMA 7 

COMMODORE 64 

URIDIUM 

VIETNAM 

AMERICAN ROAD RACE 

DECEPTOR 

DANDY 

DELTA 

SENTINAL 

100 GAMES (ROBTEC) 
SKATE ROCK 
DRUID 

TRANSFORMERS 
NEMESIS 
JAILBREAK 
SHAO LINS ROAD 
INFODROID 
MISSION A.D. 

ALLEYCAT 

FIRELORD 

CHAMELION 

EXPLORER 

HEADCOACH 

FOOTBALL MANAGER 

MICRYTHUM + 

UBIK MUSIC 
JOE BLADE 
CYBORG 
RANA RANA 

SHOOT ’EM UP (4 GAMES) 
PLATFORM (4 GAMES) 
INDOOR SPORTS 
TRACKER 
CHOLLO 


SOLDIER ONE 
EAGLES 
HYPABALL 
CAPTURED 
MAX HEADROOM 
THE FORCE 
SOCCER BOSS 
TAI BOXING 
CLASSIC SNOOKER 
POLICE CADET 
KNIGHT GAMES 
COMET GAME 
DIZZY DICE 
SHANGHIA 

STRIKEFORCE COBRA 
TAGTEAM/KARATE CHAMP 


DESERT FOX 
KRAKOUT 
BOUNTY BoB 
INFILTRATOR 
ALIENS 
GRAND PRIX 
B.M.X. SIM 
DRUID 

NEMIS THE WARLOCK 
STRIKE FORCE COBRA 
ROGUE TROOPER 
SABATEUR II 
PULSATOR 

COSMIC SHOCK ABSORBER 

FIRELORD 

CITY SLICKER 


When ordering from clear out, to keep 
our high standard of delivery we 
advise: 

For SINGLE order, 2 alternatives; for 5 
PACK order, 3 alternatives. 


East Ham, London E.6 


KILLER CARTRIDGE 

JAILBREAK 

STAR GAMES 1 

NEMESIS 

MOONLIGHT MADNESS 

PRO TENNIS 

HEARTLAND 

TURBO TAPE 

APACHE GOLD 

TURBO TEXT 

KINECTIC 

HEART LAND 

ACROJET 

STAR GAMES 1 

MASTER OF UNIVERSE 

XARQ 

TARZAN 

PARK PATROL 

PARK PATROL 

SOCCER BOSS 

KRAKOUT 

SNOOKER 

R.M.S. TITANIC 

TARZAN 

TEMPLE OF TERROR 

JOE BLADE 

ZORRO 

TAI BOXING 

ALIENS 

IMPOSSIBLE 

I.C.C.U.P.S. 

MOVIE 

XEVIOUS 

“V” 

EXCAPE FROM PARADISE 

ITS A KNOCKOUT 

MUTANTS 

ELECTRIA GLIDE 

TIME TUNNEL 

GT ESCAPE 

AMSTRAD 

M BROS 

T.T. RACER 

GALVAN 

opping Hall, Myrtle 

■471 8900 

Road, 


REPAIRS 

BY PROFESSIONALS WITH FOUR YEARS 
COMPUTER REPAIR EXPERIENCE 
TO THE TRADE 


COMPUTER ANGLE 

The leading 16 bit Software/Hardware dealer 
NOW IN STOCK — AMIGA A500 

With free Software including free modulator, mouse mat, 
Startkit and deluxe paint, all for the amazing price of 

£525.00 inc VAT 

ALSO IN STOCK — ATARI STFM 520 

with free software for 


NOW OFFERING A NEW SERVICE 
DIRECT TO END-USERS 

* REALISTIC PRICES 


SPECTRUM £14 
AMSTRAD £25 

(464 664 6128) 

BBC £35 


QL £25 

COMMODORE £18 

(64, 128, Cl 6 +4) 

ELECTRON £25 


ALSO: DISK DRIVES, PRINTERS & 
MONITOR REPAIRS. 

CALL FOR QUOTATION 

* ABSOLUTELY NO FURTHER CHARGES 
* 12 MONTH GUARANTEE ON ALL REPAIRS 


PLUS 

* 12 MONTH REPAIR CONTRACT FREE! 
YES! ALL REPARIS FOR FOLLOWING 12 MONTHS 
COVERED ABSOLUTELY FREE! 


Midland Computer Repair Services 
Unit 1, North Street, Melton Mowbray, 
Leics., LEI3 1NL. Tel: (0664) 410148 


£279.00 inc VAT 


Amiga Software Atari Software 


Marble Madness 

Our Price 
24.00 

Gold Runner 

Our Price 
21.95 

Karate Kidd II 

20.95 

Karate Kid II 

20.95 

Indiana Jones 

17.95 

Indiana Jones 

17.95 

Pack Boy 

9.95 

T.N.T. 

18.00 

Mindbreaker 

9.95 

Road Runner 

19.95 

Space Fighter 

9.95 

Int. Karate 

17.50 

Shooting Star 

9.95 

FI 5 Strike Eagle 

20.95 

Rocket Attack 

9.95 

Airball Con. Kit 

20.95 

Barbarian 

20.00 

Barbarian 

20.00 

Terrorpods 

20.00 

Terrorpods 

20.00 

Ancient Mariner 

19.00 

Ancint Mariner 

19.00 

Knight Ore 

18.00 

Tai-Pan 

17.00 

Space Battle 

7.00 

Adictaball 

17.50 

OGRE 

17.00 

Perfect Match 

20.00 

Moebius 

17.00 

Gauntlet 

17.00 

Tai-Pan 

17.00 

Hades Nebula 

20.00 

Faery Tale 

20.00 

Star Trek 

14.95 

Road Runner 

19.95 

M.G.T. 

19.95 

Gauntlet 

18.95 

Alternate Reality 

20.00 

SDI 

Cinema Ware Software 

26.00 Sinbad Throne of Falcon 

26.00 

Defender of the Crown 26.00 

King of Chicago 

26.00 


All titles available on Amiga. SDI available on Atari 


Infocom adventures in stock. American Software available. Full range of 
business products backup utilities. Commodore 64s and software in stock. 
For price lists and information ring. 

Harlow (0279) 639567 

Cheques postal orders made payable to: 

COMPUTER ANGLE 

Unit A, 31 Amherst Lodge, Bramble Rise, 

Hodings Road Harlow, Essex CM20 1 EE 


















































DEAS 
CENTRAL 


ARMY MOVE 

Chris Redding of Birmingham 
has spent the last few weeks 
seriously pounding his joystick 
and German pilsner pinching, 
and has finally completed 
Dynamic’s Army Moves , but 
as he says "rather than waste 
my time giving you hints and 
tips I’ll just tell you to expect 
the sequel to be Navy Moves 
and the first important part of 
the code on the Amstrad in 
15372. 

Another quick tip from Chris 
if the code on the Spectrum for 
Game Over. It is 18024. When 
you are to the Helicopter and 
Jeep stages of Army Moves 
you will find them annoying 
difficult. However, A 
O’Donnell of Barnsley had 
found this way to complete 
stage one — after jumping the 
first gap move the jeep as far 
right as possible. This may 

GUNSHIP 

Help from tide Foulser of 
Herts on Gunship, where he 
has worked his way up to 
Captain level and has got the 
medals to prove it. Start off by 
getting used to your aircraft, 
always try yo get used to 
realistic flight, it helps later on. 
Also in practice, fiddle around 
with your engines. When you 
are a couple of hundred feet 
up and have translational lift, 
try to shut down one engine, it 
saves fuel. 

Now the real missions, this 
is important if you have 
acquired some points. Keep 
updating your saved status. If 
you act bravely and destroy at 
least one of your objectives — 
do not just quit. 

When it gives you the option 



seem suicidal, but by 
continuously pressing fire one 
and fire two one after the other 
you will not be gunned down 
nor crash. Use this tactic aH 
the time even though it may 
become exhausting. When a 
gap appears wait until it is 
directly in front then drop the 
jeep back to the left, still firing, 
until the screen scrolls enough 
for you to jump across, landing 
as far right as possible. 

The best strategy at the 
2nd, 3rd and 4th stages is to 
keep the helicopter roughly 
centralised on the screen. 

Drop bombs continuously and 
destroy aircraft before they 
touch the missiles. 

Finally — don’t use a 
joystick — unless it’s a 
quickshot. Operating two fire 
buttons on joystick and 
keyboard is impossible. 



to retry, type No if your 
mission status says you are 
seriously wounded behind 
enemy lines then your likely to 
become ‘missing in action’, so 
you would do better to switch 
off and start again. But, if it 
says you are dead, don’t 
switch off, wait and review 
your record — you may get a 
campaign medal as a 
consolation and at least some 
points for your record. 

So, it may be better to die 
fighting than go ‘M.I.A’. Also 
something obviously but 
helpful, copy out your counter 
signs and stick them up and 
copy your objectives and their 
position off one of those ‘wipe 
off’ plastic sheets — it saves 
time. 


TAI-PAN 


Before we start with hint4 for 
Tai-Pan, Anthony Dixon and 
his friend Andrew have a few 
complaints. The biggest is that 
it is a right pain in the backside 
to have to keep on loading the 



Town section when you get 
killed. Or sail into a port and 
then having to load the Sailing 
section to get to sea. They 
think it ruins the game 
completely. 


Okay guys, moan over get 
on with the tips. The first thing 
you have to do is go to the 
restaurant and not to a meal. 
You will then be lent 
$300,000, by your benefactor 
and must repay it in six 
months time. This done you 
will be placed outside the 
restaurant, but don’t go and 
buy a ship just yet. 

Go back inside the 
restaurant and refuse the 
meal, you will then be offered 
the chance to gamble on a 
strange game. Accept the 
offer and you will be able to 
gamble. Put the largest 
amount you are allowed to bet 
($10,000) onto the Green 
animal which is a 25 to 1 bet. 

It does not matter how many 
times you lose, keep having 
another bet and always bet 
the maximum amount, as you 
will win $250,000 every time 
you win. 

No matter how many times 
you lose, keep having another 
bet. You will win more than 
once with your $300,000 so it 
is well worth being patient as 
you can soon get the money 
you have been loaned in 
winnings and then have all the 
extra money to play the game. 

As you walk around the 
town you will see something 
on the ground. This is a 
truncheon and when you have 
picked it up you can knock 
sailors on the head and your 
son will carry them off to your 


ship. If you attack one of the 
dark characters that carry a 
stick around — the 
Bannerman — you will go to 
Gaol for 30 days, so be careful 
who you attack. You can also 
go to the Inn and after buying 
— or refusing — a drink you 
can buy crews for $100 a man. 

Don’t drink too much — or 
visit the ladies chambers! — 
as after three visits you will be 
to weak to resist being press 
ganged and so end the game. 

If you attack a ship make 
sure that you don’t fire your 
cannon(s) and hit it after it had 
stopped still. If you do then it 
will sink. As soon as he ship 
has stopped then press space 
and get into the plan mode. If 
you do it quickly enough you 
will not be boarded. 

If you are near enough to 
the other ship, then you press 
fire and you have boarded the 
ship. The captain is at the far 
left of the ship, but you have to 
go through a type of maze to 
get yo him. The crew will be 
out to stop you, and there are 
lots of them, so good luck. 

If you have boarded, the 
only advice to give you is to 
get to the far right of the 
screen and use your gun to 
shoot the invading crew. If you 
lose too many of your men’s 
lives, then even if you repell 
the invading crew you will 
finsd they have mutinied and 
you will have to restart the 
game! § f $ 3 




HELP 



Miss R Monutfient of 
Norfolk writes: Recently I 
bought the game Flunky. I 
have played it but cannot get 
past the first problem. I have 
tried every possible way and 
have not succeeded. In the 
second room there is what 
looks like a spring board and I 
have tried using this but when 
I attempt to go through the 
door with it I am immediately 
blown up by a ferocious guard. 
I was wondering if anyone can 
help me how to get past this — 
even Paul who reviewed it 
could help me. Eh, go on Paul, 
why don’t you write to me.’’ 

Michael Noble, of Dundee, 
is also looking for help. His 
problem is on Tarzan for the 
Amstrad 464. First up — how 
do you get on and off the 
ropes? How do you get into 
the caves and temple? Is 


there a special route or a 
statue to go up or down? "I 
can’t find any gemstones or 
torches or monkeys. I found a 
rhombus shape in a tree but 
could not obtain it. what on 
earth do I do?’’ he writes. 

Finally, Level 9 Computing 
has just printed their own, full 
cluesheet for Knight Ore. 
Players who would like a free 
copy should send a stamped, 
self-addressed envelope to: 
PO Box 39, Weston-super- 
Mare, Avon BS24 9UR. 


To c vg Readers. 


Mffto I am doesn t matter— Yt 
But H yoll want to sac rf*h**a R ag 
theft yt>u b«t f er sfatt send m in li/nts, 
tips and lOf* more poJCes! Or e/‘ Se 


The Kidnappers 

















To order and receive up to date 
list of available stock please 
send cheque/Postal order/Access/ 
Visa No: payable to Software 
Supersavers. Please be careful 
to quote your full name and 
address, the make and model of 
your computer, and your 
selection in block capitals to 
avoid any errors. P&P inc UK: £1 
per tape overseas. 


SOFTWARE 

SUPERSAVERS 

102 HIGH STREET, BRENTWOOD 
ESSEX CM14 4AP 
0277-211702 


SPECTRUM Hydrofool 

Andy Capp.5.20 Hijack 

Alternative World Games.5.00 Howard the Duck. 

Auf Monty.5.20 Int Karate +. 

Adv Tact Fighter.6.50 Int Karate +. 

Aliens (US).6.50 ICUPS... 

Arc of Yesod .2.50 Impossible Mission II 

Action Force (disk 10.50).6.50 Implosion. 

Arctic Fox 7.00 Ikari Warriors. 

Army Moves.5.00 Impossaball... 

Armageddon Man 9.00 Indy Jones Temple of Doom 

ACE 3.50 Indoor Sports. 

ACE il (48k).6.00 Jackal. 

ACEH 128k).6.50 Jailbreak 

Art Studio (48k).9.00 Jewels of Darkness. 

Adv Art Studio (128K).16.50 Jack the Nipper II. 

Arkanoid.5.00 Judge Death 

Athena .5.00 Kmghtmare 

Blood Valley.5.00 Knight Ore. 

Best of Beyond 3.50 Karouis Rift. 

Basil the Mouse Det.5.00 Kat Trap . 

Buggy Boy.5.00 Konami Coin Ops. 

Ballbreaker.6.00 Kinetik. 

Boulderdash.2.50 Krakout. 

Boulderdash II.2.50 Killer Ring 

Bride of Frankenstein.2.50 Karnation City. 

Bards Tale .7.00 Livingstone I Presume 

Bravestarr .5.00 Live Ammo (disk 10.50). 

Best of Elite Vol. 2.6.00 LazerTag 

Barbarian.4.50 Last Ninja. 

Bubble Bobble.5.00 Living Daylights. 

Battle Guadalcanal.6.40 Leaderboard .. 

Bombjack ll+Bombjack.5.50 Leaderboard (Town). 

Bangkok Knights.5.50 Last Mission. 

Bubbler .2.50 Lightforce. 

Battle of Britain.4.00 Legend of Kage 

Battle for Midway.4.00 Mailstrom. 

Big 4 6.00 Mugsys Revenge. 

Big 4 Vol II.6.50 Mermaid Madness. 

Barry McGuigan.2.50 Mask 

Compendium.5.00 Mask II. 

Colour of Magic.3.50 Magnetron 

Captain Courageous.6.50 Madballs 

Combat School.5.00 Matchday II. 

California Games (disk 9.00).5.00 Meanstreak 

Captain America.5.00 Mercenary. 

Charlie Chaplin.5.00 Mandroid 

Catch 23 .5.20 Mario Bros 

Centurians.6.00 Moonstrike 

Convoy Raider. 5.00 Martianoids 

Champ Football.6.00 Mystery of Nite. 

Challenge of Gobots.3.00 Marble Mad + Cons Set 

Camelot Warriors.2.50 Metrocross •••••••••;•••• 

Computer Hits 3.6.50 Mountie Micks Deathride 

Computer Hits 4.6.50 Mag Max ........... 

Cyrus II Chess.9 00 Nigel Mansells G.P 

Classix 1. 6.50 Navy Moves 

Druid II (Enlightenment).5.00 Nightshade. 

Deluxe Scrabble (disk 12.00). 8.00 Not a Penny More 

Deflector .5.00 Nebulus 

Dark Sceptre.6.00 Now Games 4 

Deactivators.2.50 Nemesis 

Dogfight 2187.2.50 Nemesis the Warlock 

Deathscape .2.50 No Can Read 

Deadringer.2.50 Out Run Out Run. 

Deathwish III 5.00 Pegasus Bridge 

Dragonslair. 3.00 Pro Adv Writer 

Driller. 9.90 nr 

Druid. 2.50 Phantis 

Dandy .3.50 Phantom Club. 

Eidolon.2.50 Psycho Soldier. 

Elite 6 Pack.6.50 Platoon 

Elite 6 Pack II.6.50 Pulsator 

Elite Trio Pack. 5.00 Paperboy 

Enduro Racer 6.50 P H M Pegasus 

Equinox.1.50 Prodigy 

Exolon.5.00 Pawn (128). 

Express Raider.5.50 PSI5 Trading 

Evening Star.5.20 Rampage 

Elite.6.50 Rmgworld 

Enlightenment (Druid II)... 5.00 Rastan 

Empire .3.00 Red Led. 

Flying Shark.5.00 Rygar 

Football Director.6.00 Rebel 

Fighter Pilot.2.50 Renegade. 

F'n'F/Thunderceptor.6.00 Road Runner. 

FI5 Strike Eagle.6.50 Rescue on Fractulus 

Flunky .6.50 Runestone. 

Final Matrix.3.00 Roy ot Rovers 

Freddy Hardest.5.20 Re Bounder 

Five Star 2 .5.00 Rana Rama. 

Frostbyte .150 Square Harrier 

Football Manager.2.50 Spitfire (Durell). 

Football Manager II.6.50 Street Hassle 

Five Computer Hits.3.50 Super Hangon 

Five Star.6.00 Sam Fox Strip Poker 

Graphic Adv Creator.17.00 Solar Fire 

Gary Lineker Soccer. 5.00 Star Wars 

Galactic Games.5.50 Star Paws. 

Gnome Ranger.7.00 Sir Fred •••••• 

Gauntlet (disk 9.00).5.00 Sam Stoat Safe Breaker 

Gauntlet II.5.00 Sky Runner. 

Gauntlet Deep Dungeons. 4.00 Spec Gray. 

Gunslinger.5.50 Stainless Steel 

Gryzor 5.00 Southern Belle. 

Game Over.5.00 Sword of the Samurai. 

Game Set Match (disk 12.00) 8.50 Side Arms. 

Goonies .2.50 Streetsports Basketball 

Guild of Thieves.9.00 Solid Gold. 

Gunboat .5.90 Shadows of Mardor 

Gunship.6.40 Starglider. 

Greytel!.3.00 Sentinel. 

Gunrunner.3.00 Side Wise. 

Headcoach.2.50 Slaine the King. 

Heartland.3.00 Star Games 

Highlander .3.00 Star Games II. 

High Frontier.6.40 Silent Service. 

Hysteria.5.00 Samurai Trilogy. 

Hardball.4.00 Short Circuit. 

How to be a complete bastard.5.00 Shockway Rider 

Head over Heels.5.00 Slapfight 

Hive .3.00 Saboteur II. 

Hotshots.3.00 Supersprint. 

Hybrid .3.00 Silicon Dreams. 


5 00 StiffliD & Co .6-40 Indy Jones Temple of Doom .6.00 10.00 Evening Star.............. 

3 00 Solomons Key 5.50 Infiltrator II.4.00 7.00 Enlightenment (Druid II) 

3 00 Skooldaze .2.50 Impossible Mission II. 6.00 9.00 Firetrap 

6 50 Survivor .5.00 Indoor Sports.4.50 Football Director. 

2 50 720° 5-00 Implosion.6.50 10.50 Football Manager 

2 50 Triaxos. 2.50 Jackal 6.00 10.50 Flying Shark. 

5 00 Tarzan 2.50 Jack Nipper II.6.00 10.00 Football Manager 2 

. 6.20 Thundercats (disk 10 50).5.20 Jailbreak 3.50 Freddy Harvest 

5 20 Tour de Force .5.00 Karonis Rift 2.50 4.00 Footballer of Year 

2 00 The Tube . 6.00 Knight Ore. 11.00 11.00 Gauntlet. 

5 00 Trantor 5.00 Kinetik 2.00 3.00 Gryzar 

5 00 Tuiad 2.50 Live Ammo (5 Games).6.00 10.00 Game Set Match 

5.20 Toad runner.2.50 LazerTag 6.00 9.00 Gary Lineker Soccer 

4 00 Trivial Pursuit.10.00 Leaderboard Exec 6.00 9.00 Guild of Thieves 

9 00 Twister 1.50 Mission A.D.2.50 4.00 Gauntlet II. 

5 00 The Planets .1.50 Mad Balls.6.00 10.00 GameOver 

6 40 Tank 5.00 Matchday II 6.00 10.00 Ghostbusters 

6 50 Tomceti:::::.::.... 2.50 Magnetron 6.00 10.00 Great Escape 

9.00 Thing Bounces Back.5.00 Meanstreak 6.50 9.50 Head Over Heels 

3.00 Tournament Snooker. 2.50 Marriage Madness 6.50 10.50 Hysteria 


) Terra Cresta. 3.50 Mystery of Nile 5.00 

6.50 Temple of Terror.2.50 Mask.6.00 

3.00 Thanatos 3.00 Mask 2 6.00 

5 00 Taipan . 5.20 Morpheus. 6.00 

2.50 Trailblazer.3.00 Nebulus 6.00 

3.50 Through the Trap Door.5.20 Out Run.6.00 

5.50 Tibet (When time stood still). 5.00 On the Tiles 5.00 

6.50 They Sold A Million.6.50 Ogre 

5.00 They Sold A Million 2.6.50 Paradroid 2.00 


8.00 Hijack 

9.00 Hunchback the Adv. 

9.00 Hive. 

9.50 Hacker. 

9.50 Heartland. 

9.00 Infiltrator. 

8.00 Impossaball. 

15.00 Indy Jones Temple of Doom 

3.50 Impossible Mission II 


620 TheySoidA Miiiion3 .: 0.60 Plasmatron..6.50 10.50 International Karate 

6.50 Tempest.3.00 Phantis.6.00 10.00 International Karate + .. 

5.50 They stole a million.2.50 Paperboy .6.50 10.50 Ikari Warriors 

4.00 Uridium.5.00 Pirates. 10.50 15.00 Jack Nipper I 

5 50 Unbelievable Ultimate.5.00 Psycho Soldier 6.00 10.00 Jewels of Darkness 

3.00 Vectron 3D.2.00 Pawn 15.00 Judge Death 

2.50 Victory Road 5.00 Quedex.6.50 10.00 Jailbreak 

3.00 Werewolves of London.5.50 Ranarama.2.50 Kinetik. 

2.00 Winter Olympiad'88.5.50 Renegade 6.00 10.00 Knight Ore 

3.00 Wizard Warz.5.00 R M S. Titanic.2.50 4.00 Kmghtmare 

5 00 Wonderboy.6.50 Red Led.6.50 9.50 Koronis Rift 

5 00 Wizball 5.20 Roy of Rovers.6.50 10.50 Lazer Tag 

5l20 World Games 5.00 Rygar 6.00 9.00 Live Ammo 

5.00 Xor.5.50 Ramparts.6.00 9.00 Livingstone 

5 00 Xecutor 6.40 Revst.7.00 10.00 Mad Balls 

5!00 Yes Prime Minister.11.50 Rough copy.5.00 7.00 Mermaid Madness 

. 6.50 Yie Ar Kung Fu 2.2.50 Super Sunday.3.50 Mario Bros 

7 00 Zynaps .5.20 Slaine.6.50 9.00 Match Day. 

3 00 Barry McGuigan (128).3.00 Shoot Emllp Cons Kit. 10.00 15.00 Match Day II 

5.20 Ball Blazer (128).3.00 Silent Service 6.50 10.50 Mask 

2 50 Hacker (128).3.00 Solomons Key.6.00 9.00 Music Syster 


2.50 Hacker (12L,. 

5.00 3 Weeks in Paradise (128) 3.00 .. 

5.00 Little Camp People (128). 5.00 Street Baseball 6.00 

. 5.50 Rampants.5.50 Super Zascoon 3.50 

3 00 Solid Gold 6.00 

5^00 CBM C D Street Basketball 6.00 

6.50 Autodual. 15.00 720° 6.00 

5 00 ACE 2 6.50 10.50 Side Arms 6.00 

2.00 Alternative World Games 6.00 10.00 Scary Monsters 5.00 

.11.50 Adv Music System. 29.00 Silicon Dreams 9.00 

5.00 Art Studio.9.00 12.00 Sigma 7 * * n 

6 50 Adv Art Studio. 17.00 18.00 Starglider 

5.00 Aliens 5.00 5.00 Side Wize 


Music System 

6.50 10.50 Mask 2. 

9.00 Mercenary 

Movie. 

9.00 Nemesis. 

9.00 Out Run. 

9.00 Psycho Soldier 

9.00 Phantics. 

8.00 Paperbox. 

9.00 pawn. 

. . 5.00 Prodigy. 

9.00 12.00 Ranarama. 

6.00 9.00 Ramparts 


6.00 10.00 Bangkok Knights 18.00 

6.00 9.50 Bravestarr 12 00 

6.50 11.00 Barbarians 16.50 

7 nn Barbarian (Palace) 13.50 

2.50 6.00 Bards Tale 20.00 

5 50 9 00 Bermuda Project 16.50 

6 50 10.50 Bubble Bobble 13.00 

6 00 10.00 Balance of Power 20.50 

3.00 Backlash 13.50 

6 50 10 00 Bureaucracy 20.50 

6 00 10 00 Boulderdash Cons Set 13.50 

8.50 13.00 Bridge Player 2000 13.50 

6 00 10.00 Charlie Chaplin 12.00 

14 00 Check Mate 9.50 

6 00 10.00 Chess Master 2000 20.00 

6 00 10.50 Colour Writer 9.50 

3 50 6 50 Captain America 12.00 

3 00 Champ Wrestling. 16.50 

6 00 10 50 Defender of Crown 20.50 

6 00 10.50 Database/Calc 9.50 

3 00 5 00 Degas Elite 20.00 

3 00 DejaVu. 20.50 

2 50 4.00 Damocles 13.50 

3 00 5 00 Deathstrike.10.00 

2.50 4.00 Deep Space 24.50 

3.50 E.C.O -13.00 

2.50 Eye J 50 

6 00 10 00 Enduro Racer.13.50 

6.00 10.00 Flight Simulator II.35.00 

2 50 6.00 Film Director.42.00 

6 50 10 50 Football Manager 11.50 

3.50 Flying Shark 13.00 

6 00 10.00 Fahrenheit 451 9.50 

9 00 14 00 Football Fortunes 16.50 

6.50 10.50 FI5 Strike Eagle 14.50 

3 50 Gary Lineker 13.50 

2 50 4.00 Gauntlet II.12.00 

9 50 14 00 G.A.T.0.20.50 

6 50 10 50 Guild of Thieves.16.50 

4.00 Golden Path. 9.50 

6 00 10 00 Gauntlet 16.50 

6.50 10.50 Galax 3D 13 50 

6 00 10 00 Goldrunner.16.50 

6 00 10.50 Hacker 16.50 

4.00 Hades Nebula. 15.00 

3.00 Hacker II 16.50 

2 00 Head over Heels.13.50 

6 00 10.50 Hitch Hikers 20.50 

6 00 10 00 Hollywood Poker 12.00 

9 00 14.00 Hollywood Jinx.20.50 

6.00 10.00 Impossible Mission II.12.00 

4 50 tndy Jones Temple of Doom.13.00 

3.00 5.00 Impact 10 60 

4 00 Into Eagles Nest 13.50 

6 00 10 00 Jewels of Darkness 9.50 


Apollo 18 . 

. 7.50 Alley Kat.2.00 4.00 Stealth Fighte n<1 . .....- 

5 00 Arctic Fox 8.00 11.00 Tomahawk 3.50 5.00 Rastan Sciga. 

9.00 Airborne Ranger 10.00 15.00 Through Trap Door 6.00 10.50 Red Led 

17 00 Biq 4 Vol II.6.50 6.50 Thundercats.6.50 10.50 Rygar 

6 00 Blazer 6.50 10.50 Taipan 6.00 10.00 Roy of Rovers 

5 00 Barbarian 6.50 10.50 Tour De Force 6.00 10.00 starstrike II 

5 00 Blood Valley 6.00 10.00 Trantar. 6.00 9.00 Sam Fox Strip Poker 

5 00 Bravestarr.6.00 8.00 Tag Team Wrestling 2.50 Saboteur 

5 00 Bubble Bobble 6.00 9.00 Ultima I, III, IV or V 14.00 Sentinel 

2.50 Basil Mouse Detective. 6.00 10.00 Victory Road.6.00 9.00 star Glider. 

5 20 Battleships 6.50 10.50 WaterPolo 6.00 9.00 Silicon Dreams 

7 00 Buaqv Boy 6.00 9.00 W C. Leaderboard 6.00 9.00 Side Arms 

2 50 Bards Tale. 8.00 12.00 Wizard Warz 6.00 9.00 Street Basketball 

9 00 Boulderdash Cons Kit.3.50 World Tour Golf 8.00 11.00 Solid Gold. 

2.50 Ball Breaker 8.00 12.00 Wizball 6.00 9.00 Supersprint 

6.50 Best of Elite Vol 2 6.50 10.50 World Games 6.00 9.00 720° 

6 00 Bangkok Knights 6.50 10.50 Yogi Bear 6.50 10.50 Silent Service 

5.00 Chuck Yeagers Fit Trainer 7.00 12.00 ZzapSizzlers II 3.50 Slaine 

5.50 Compendium. 6.00 10.00 Scrabble Deluxe 

5.00 Combat School.6.00 10.00 SEGA C D Solomons Key 

5 20 California Games 6.00 9.00 Adv Music System 22.00 star Games II. 

5.20 Captain America. 6.00 8.00 Adv Art Studio 14.00 Star Wars. 

5 50 Classic Collection.3.00 Alternative World Games . 6.00 10.00 Side Walk. 

2 00 Charlie Chaplin 6.00 9.00 Action Force 6.50 10.50 Shadowfire 

150 Deflektor. 6.00 10.00 Athena 6.00 10.00 Supercycle 

6 40 Druid 2.50 4.00 Arkanoid 6.00 10.00 Shockway Rider 

6.00 Druid II (Enlightenment). 5.50 9.00 ACE 3.50 Shaolins Rd 

2.50 Death Wish III.6.50 10.50 Ballblazer. 4.00 Space Harrier 

5.50 Defender of Crown. 10.50 Batman 4.50 6.50 Through Trap Door. 

5 20 Decathlon.2.00 3.50 Bangkok Knights.6.50 10.50 Tank. 

5.50 Evening Star 6.00 9.00 Blue War r nn 1100 Trantor 

6.50 Eidolon.2.50 4.00 Bravestart 6.00 10.00 laipan 

3 50 Elite 6 Pack.6.50 10.50 Blood Valley.6.00 10.00 Trivial Pursuit 

6 00 Elite 6 Pack II 6.50 10.50 Bubble Bobble 5.50 9.00 Thundercats. 

7 00 Epyx Epics 6.00 9.00 Barbarian 6.50 10.50 Top Gun. 

5.00 Empire.2.50 4.00 Big 4 5.00 Thai Boxing 

2 00 Elite 9.00 13.00 Big 4 Vol 2. 6.50 6.50 T. P Baby Boomer 

- **** 4 -4 fin Clifa \* 1 « ** Pft 4A cn 


2.00 4.00 Stealth Fighter. 10.00 15.00 Renegade .. 


6 00 10.50 Karate Kid II . 

6 00 10.50 Knight Ore 
6 50 10.50 Kings Quest 

13 00 Lattice C. 

2 50 4.00 Last Ninja. 

3 00 Leaderboard . 

6 50 10.50 Leaderboard (Town). 

6 00 10.00 Leather Godeless. 

6 00 10.00 Little Computer People 

6 00 10.00 Lurking Horror 
6 50 11.0 Marble Madness 

6 00 10.00 Music Cons Set.. 


5.50 9.00 Buggy Boy 5.5' 

1.50 Battle of Planets.2.5C 

6.00 10.00 Barry McGuigan 


2 00 Eye 7.00 11.00 Best of Elite Vol 2 

3.00 Exolon c cn 

1.50 Frostbyte. 

2.50 Freddy Hardest. 

5.00 Flying Shark. 

6.00 Firetrap. 

5.00 Football Manager 2. 

5.50 Game Set Match. 

5.00 Gunboat. 

5.20 Gauntlet. 

9.00 Galactic Games. 

6.00 Gary Lineker Soccer. 

5.00 G. Gooch All Star Cricket.. 

5.90 Gunship. 

5.00 Gunslinger. 

6.50 Ghostchaser. 

6.50 Gauntlet II. 

5.20 Guild of Thieves. 

4.00 Gryzar. 

3.00 Heartland. 

5.20 Hysteria. 

5.00 Int Karate. 

6.40 Int Karate +. 

9.00 Ikari Warriors. 


6.50 10.50 V 


9.00 Victory Road. 

Wizard Warz. 

W. C. Leaderboard.. 


5.50 9.00 Back To Future. 4.00 Wintersports 

6.50 10.50 CopOut.2.50 4.00 . 

6.50 10.50 Combat School 6.00 10.00 

9.00 13.00 California Games. 6.00 10.00 

6.50 10.50 Captain America.6.00 10.00 

6.00 9.00 Charlie Chaplin.6.00 10.00 * 

6.50 10.50 Compendium 6.00 10.00 Advanced Art Studio 


Wizball.. 

Xarq. 

Yie Ar Kung Fu2 .. 


16.50 

13.50 
17.00 
75.00 

13.50 

16.50 
7.00 

20.50 

24.50 
20.00 
16.00 

uuu iw w .. 20.00 

6 50 10.50 Missing one Droid 7.00 

3.00 5.00 Moon Mist 20.50 

3 50 Mouse Trap.10.00 

2 00 Metrocross.16.50 

6 00 9.00 Mercenary Compendium.16.50 

9 00 14.00 Macro Manager 
9 00 14.00 Nine Princes in Amber 9.50 

6.00 10.00 Ninja 

6.00 10.00 Out Run 12 00 

6.00 10.00 Ogre 14 00 

6.50 10.50 Pawn 16 50 

6.00 10.00 Perry Mason........... 

6 50 10.50 Passenger Wind 1 or 2 16.51 

6 50 10 50 Phantasise I, II or III. 16.51 

12.00 Pinball Factory. 16.51 

6.00 10.00 Planetfall 20.5 

6.50 10.50 Plutos10 0 
6 50 Pirates of Barbary 9.5 

6.50 10.50 Prohibition.13.5 

2.50 4.00 Portal 24.01 

3.50 TNT 13.5 

3.00 Red October 16.51 

2 50 Road Runner 16.51 

3 50 Ranarama.13.51 

6.00 10.50 Renegade 13.5] 

6 00 10.00 Rings of Zilfm 16 5 

6.00 10.00 SOI 23.0 

6.00 10.00 Solomons Key 12 0 

10.50 14.50 Starglider 16 5 

6 00 10.50 Silicon Dreams 9.5 

3.50 Sentinel.13-5 

2.50 4.00 Star Trek 13.5 

5.00 Sky Fox 12 0 

3 00 5.00 Strike Force Harrier.16.5 

6 00 10.50 Supersprint 13.5 

6 00 10 00 Space Battle 7.5 

6.00 10.00 Space Pilot 

4.00 Spitfire 40.16.5 

* I Silent Service.16.5 


6.00 10.OO Silent Service . 


4.00 


6.50 10.50 Dan Dare 

6.50 Dandy.2.50 

10.50 15.00 Druid 2 50 

10.00 Druid II (Enlightenment).6.00 

1.50 -.- 

6.00 9.00 Dragonslair 3.00 

. 15.00 Doomsday Blues.2.50 

6.00 9.00 Eidolon.2.50 

2.50 4.00 Explorer.2.50 4.00 

6.00 10.00 Elite 6 Pak 6.50 10.50 

2.50 6.00 Elite 6 Pak 2 6.50 10.50 

6.50 10.50 Elite 6.00 9.00 

6.50 10.50 Exolon 6.00 11.00 


Addictaball.. 

Autoduel. 

4 00 Arctic Fox 

. . 9.50 Army Moves. 

6.00 10.00 ACE 2. 

Apache Gunship+.. 

Airball. 

4-00 Amazon. 

Arkanoid. 

Art Director. 

Arena/Brattacus. 

Apshai Trilogy. 

Blue War. 


4.00 Side Walk 
Sub Battle Sim 

Wizball. 

Terrapods. 

16.00 Slap Fight. 

10 00 Strip Poker.... 

13.50 720° 

16.00 Suspect 20. 

13.50 S. T Kev.9- 

15 00 Trivial Pursuits h3. 

17.50 TauCeti '»•; 

16.50 Trantor 13.1 

9.50 Wizard Warz ft. 

13.50 laipan 1*-; 

35.00 Tee Up Golf.7. 

24.50 Thai Boxing 

16.50 Top Gun 13 

12.00 Tracker.16 


SOFTWARE AVAILABLE FOR ALL OTHER MACHINES. PLEASE WRITE FOR LISTS 
















































































































































































































































































































































































































































































































































Champagne Suite, Novotel, 
Hammersmith, London 


10am-6pm Friday November 20 
10 am-6pm Saturday November 21 
10am-4pm Sunday November 22 


The record-breaking Atari User Show is back 
- with three action-packed days devoted to 
the ever-expanding Atari market. 


Try out the very latest UK and US 8-bit 
See the full ST range, including the new 
Snap up the never-to-be-repeated 
Expand your system with powerful new 
Get helpful advice from Atari User’s own 
Experience the fascinating world of communications 
... and much, much more! 




This is the one show yon mustn’t miss! 



Send for 
your advanc 
tickets now 
- and SAVE 
£1 a head! 


..Signed 

PHONE ORDERS: Ring Show Hotline: 061-480 0171 
PRESTEL ORDERS: KEY *89, THEN 614568383 
MICROLINK ORDERS: MAILBOX 72:MAG001 

Please quote credit card number and full address + address 


A196 


Post to: Atari User Christmas Show Tickets, Europa House, 
68 Chester Road,Hazel Grove, Stockport SK7 5NY. 


CHRISTMAS 




Champagne Suite, Novotel, 
Hammersmith, London W6. 
November 20-22,1987 


Name.. 


r 

i 

i 

i 


Advance ticket order ■ ■ 


u 


Please supply: 

□ Adult tickets at £2 (save £1).£ - 

□ Under- 16s tickets at £ 1 (save £ 1).£ - 

Total £ ■ 

□ Cheque enclosed made payable to 
Database Publications Ltd. 

□ Please debit my credit card account 
Access Visa 

m i i r i i i i it n i □: 

Admission at door 
£3 (adults), £2 (under 16s) 


£ 
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“NIGEL MANSELL’S GRAND PRIX” is ready to 
take you and your computer into the fast lane of game 
excitement. As well as capturing the speed and 
adrenalin pumping danger of the world’s greatest 
sporting spectacle, the game is the first racing 
simulation to reflect some of the enormous advances in 
car design and technology that have taken place recently. 

And yet the game still offers an excellent opportunity 
for even the most inexperienced novice to blast round 
the track at excessive speeds with the turbo on 
maximum boost and not a care in the world for fuel 
consumption, tyre wear or racing line. However, for 
those who know, or want to know a little more, there is 
an opportunity to race a selection of the world’s greatest 
circuits in the quest for valuable championship points. 

The red lights are on -you snap into gear. 

The engine roars - your grip tightens on the steering wheel. 
The crowd goes wild as the lights flash to green. 

900 brake horsepower is suddenly unleashed and the 
Williams hurtles to the first bend. 

Ahead of you lies 31 weeks of the world’s most 
gruelling and spectacular sporting championship. 


Just over half the race completed and you’re lying second to your 
main rival - 0.8 seconds ahead of you. 



-Your pit crew are 
in constant contact 
with you throughout 
the race. 


Correct gear- 
selection is vital. 


i 

f 


■I 

4 



(Technical Consultants - 
Nigel Mansell , Peter Windsor , 

Williams Grand Prix Engineering Ltd.) 


•Use your Turbo for 
extra power - 
but watch that fuel. 


This panel 
gives you vital 
information on your 
race performance. 


Wing mirrors. No - 
sign of the third 
place car yet! 


Nigel Mansell celebrating 
victory. 




Produced by 

Spectrum 48/128 Cassette £9.99 

Commodore64/128 Cassette £9.99 

Martech is the registered trade mark of Martech Games Limited, Disc £12.99 

Martech House, Bay Terrace, Pevensev Bav, East Sussex BN24 6EE Amstrad CPC Cassette - £9.99 

TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: 878373 Mar tec G Disc dt.99 

Available from ail leading software retailers or order today by mail. Prices include postage and packing plus VAT. 
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gibberish at first, but after a 
couple of reads and a couple of 
practice games you will find that it 
all falls into place. 

See what kind of dice you need 
to play the game — a well 
packaged game will have dice 
included with it — but buy some 
more, as you’ll need them. 

Finally, contemplate investing 
in a few metal figures and other 
metal items — monsters, boxes of 
treasure or vehicles — that are 
relevant to your game. These will 
enhance your enjoyment 
immensely, as it’s easier to relate 
your character to a painted lead 
figure than a piece of paper. 

Once you have your game and 
before you read anything in detail, 
decide between yourself who is to 
become Games Master (G.M.). 
The duties of a G.M. are many 
and varied, but the main one is to 
become a sort of umpire. Just as in 
football F.R.P. games require a 


referee who is loyal to neither 
side, can make unbiased decisions. 

There is an art to this and it is as 
enjoyable as playing the game 
itself. 

The G.M. shapes the world 
where all the adventures take 
place. They are allowed access to 
every piece of information, 
whereas the players are not. You, 
as G.M., must know the games 
system inside out so you are able 
to tell the players what dice to roll, 
work out the combat situation 
from the charts provided and 
generally enforce the rules. 

The players play a game you 
create and it is your task to play 
the part of every person that your 
characters meet. 

For example, if the players 
either meet a barmaid, a fifteen 
foot bug eyed monster, a zombie 
lord or a king, it is your task to 
play the part of these characters. 

continued on page 85 




T his is where it all 
started. The first 
thing you should do 
is have a word with a few 
of your friends who are 
interested in playing and 
decide what kind of 
F.R.P. game you would all 
like to play. 

The list is almost infinite, but 
the most popular games played 
over the table are of the Swords 
and Sorcery type. 

However the type of games vary 
immensely. For instance there are 
sci-fi games, where you can play 
anything from a 50 foot tall robot 
to a weird, exotic alien. There are 
supernatural detective games, 


where you have to find the 
solution to crimes caused by 
mysterious beings; superhero ty 
games, where you play the 
superhero who has powers of yo 
own creation; holocaust games, 
where the dreaded A-bomb has 
been dropped and you have to 
survive. 

Once you have decided what 
game you wish to play, you eithe 
go out and buy (or order by post 
the relevant F.R.P. system or joi 
a local F.R.P. club so that you a 
give it a try to see if you like it. 

A few hints here. Any shop 
worth its salt will let you have a 
good look inside the books or 
boxes, so that you can see what 
you are buying. Don’t be put off 
by what you see, it may seem all 




























The Doomlord as 

WARLOCK 


The Doomlord as 

GOBLIN 


The Doomlord as 

k TROLL 


■M 


HHU 




Enter arealm of damsels, dragons, ghouls and dwarves; of castles, dungeons, caves; and 
of magic. As The Doomlord, you take the form of a Warlock to do battle with the forces of 
good. U se your magical powers to change into Goblin or Troll forms and seek the Orb of 
Power which will assure you of victory in final confrontation with the White Wizard! 

NOW OUT! C64/AMSTRAD CPC/SPECTRUM/ATARI ST 
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DREAMS COME TRUE 





A F.R.P. game is only as good 
as the G.M. that runs it. To give 
you some idea what characteristics 
a good G.M. should have — they 
should like to see their friends 
squirm with fear; they should have 
an inventive and imaginative 
mind, they should be able to think 
on their feet, making decisions at 
the drop of a hat. 

Once the G.M. is decided upon, 
the other players read the books 
that they are allowed to and then 
create their characters as allowed 
by the rules. You should put as 
much background, detail and 
personality into your character 
creation as you can. The closer 
you are to your character, the 
more you will role play it 
correctly. Again this is an 
important process, as ultimately, 
when your character gets killed a 
little bit of your heart should be 
broken. 

Just imagine the G.M. telling 
you this; “You are sitting in a dark, 
dingy tavern which is thick with 
smoke. There are about seventeen 
other people in here who all look 
very shady to say the least! Some of 
these folk are small squat 
humanoids, some are dark skinned 
and reptilian looking, whilst the 
majority are tall, humans who are 
wearing armour and carrying a 
variety of lethal looking weapons. 
Whilst you are supping your ale, 
you see a small, old, craggy 
looking man approaching you. He 
is dressed in black robes and looks 
like he is going to pull something 
out of his pocket. What are your 
reactions?” 

As your character, you decide 
what would you do. You could 
attack him, talk to him, run away 
or do anything else that may come 
in your mind. 

This is the gateway to adventure 
and now you hold the key! 


newsletters, source books, notes 
of historical interest or current 
events plus various pieces of 
background info. 

The next step is to read the 
rulebook several times to make 
sure you understand the rules. 
Then, you create your character oi 
team, adding a full background of 
your choice. This may include 
aims, attitudes, beliefs, morals 
and history, to name but a few 
things. 

You keep a copy of this 
information, called a start-up 
sheet, for your own reference and 
send the original to the company. 
After about a week or so you 
should receive your turn sheet and 
it should contain detailed 
information of your starting 
position, rumours of happenings 
that you may care to investigate 
plus additional info that your 
character or team may have 
discovered. 

Then it is up to you to use your 
skills to explore the unknown, 
develop your team, make friends 
— or enemies — use your 
diplomatic skill and generally 


s a form of F.R.P. by post, S urvi 


This is a form of F.R.P. by post, 
which also can include diplomacy, 
tactics and strategy. The G.M. 
here is the P.B.M. company and 
they send you all the information 
you need. 

You are spoiled for choice at the 
moment as there are P.B.M. 
games covering all the following 
topics; gangland warfare, 
supremacy of the galaxy, Swords 
and Sorcery, football, gangster, 
sci-fi and world domination! When 
you have made your choice, you 
may have to send off an amount of 
money — ranging from 50p up to 
£10.00. However £5.00 is the 
average for a start-up and some 
companies charge nothing at all. 

Within a few days you should 
receive a rulebook plus any 
additional info about the game. 
This usually consists of 


survive. The main aim IS to 
survive in the hostile environment 
out there. 

Once you have entered your 
ideas and decisions on the turn 
sheet you return it to the G.M. In 
doing this you have completed 
your first turn. In about two weeks 
time the G.M. — be it human or a 
computer — then examines your 
turn and using dice, imagination, 
ancient mystic formulae or 
computer programs, analyses it, 
enters various comments and 
returns it to you. 

Each time a G.M. analyses your 
turn, you pay a charge for this 
service. You are informed of this 
when you get your start up 
package and it is usually a fixed 
price. The average price of a turn 
at the moment is approx between 
£1.50 and £2.00. 




This is the chance for you to your own costume that’s fine, it 

actually show your skill — or the can be as outlandish as you want, 
lack of it — with a sword. You get but no armour is allowed at first as 


the chance to play the part of a 
hero or heroine you create in a live 
situation. 

If you fancy dressing up in 
armour, wielding a sword — made 
of wood, wrapped in a lot of foam 
and covered in gaffa tape — 
running around in dark, damp, 
cold, wet caves getting totally 
covered in mud then fighting 
zombies, skeletons and goblins, 
Live Role Playing is for you! 

It’s your chance to see if you are 
as mighty as Conan or as wimpy as 
Ukko the Dwarf. 

The way to get involved in this is 
to telephone a live role playing 
company. Make a booking, send 
your money off — on average 
£6.00 an adventure — and within a 
couple of days you will receive full 
details of what the game is all 
about, where to go and when. 

You can book individually or 
for up to a group of ten people. 

On the appointed day you travel 
to the caves or castle where you 
are kitted out with all the 
accessories. If you want to bring 


you have to “earn” it and the 
ability to wear it. 

You get instruction on the use 
of various pieces of weaponry, 
safety regulations, the rules of the 
game and how they are applied. 
Then, as is the way in F.R.P., you 
are asked to stat what character 
you want to play. Then you are 
informed about your powers, 
abilities and weaknesses. 

You usually get the chance to 
play either a warrior, scout, 
magician or priest. 

Once everything has been 
explained and all your questions 
have been answered, you are set 
an adventure. This can be done in 
many ways, but here is just one 
example. 

You will be approached by a 
merchant, who tells you that his 
daughter has been kidnapped by 
an evil magician. He will pay you 
a princely sum if you will rescue 
her and return her safely. The 
money he pays is real in game 
terms and with this you can buy 
better armour, magic potions or 
more vicious weapons. 

If you agree, he takes you to a 
dungeon entrance and your party 
is left to investigate. You usually 
have three real candles between 
the ten of you and this means that 
you cannot see more than two feet 
in any direction! You then amble 
along a maze of passages and it is 
up to you how you deal with the 
real life monsters, traps, and 
people that you encounter. 

A typical adventure lasts two to 
three hours. It is advisable to wear 
some old warm clothing that you 
don’t mind getting filthy dirty or 
damaged. Boots are a must. If you 
are under 18 years of age, you 
MUST get a letter of approval 
signed by your parents before you 

go- 

Continued on page 87 
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GET INTO CRIME! 

In the late 1990’s the streets off New York are a Jungle. 
You are the ice cool leader off a gang off drug crazed 
terrorists. Your main goal is to become the richest, 
toughest and most notorious gang in the city. 






SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 

Write to: — 

KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL. 










































































































































































































































































































































































































DREAMS COME TRUE 



This has got to be the ultimate in 
solo roleplaying! You need 
nothing else except a pencil, a 
couple of dice and some paper. 

Ever since the introduction of 
F.R.P. there have been solo 
roleplaying books. But at first they 
were just a written form of over 
the table gaming and you needed 
to have the large rulebooks handy, 
or a very good memory, to 
remember all the rules. 

The first break from the mould 
was Tunnels And Trolls a Swords 
and Sorcery solo game from a 
company called Flying Buffalo. 
They produced a game that could 
be played fairly simply with lots of 
, hack and slay involvement to keep 


back into the past to stop a 
renegade Time Lord meddeling 
with history. 

Indeed the list goes on, but out 
of all these solo adventures there 
has only been one best seller to 
rival the Fighting Fantasy to date 
and this was the Lone Wolf series 
by Joe Dever and Gary Chalk. 
The series was in fact so good that 
it won the game book of the year 
award three years running in 1985. 
1986 and 1987. 

The Wolf series allowed you a 
lot more control over your 
character. After your character 
reached a certain level you could 
choose his weapon skills, psionic 
powers and various other abilities. 
You get the feeling that you were 


and that gives your attributes in 
weapon skill, stamina, luck etc. 

These final attributes tell you 
how well balanced your character 
is. You are then allowed to pick 
your characters’ magical spells and 
equipment. Then you read how to 
operate the combat system when 
you meet monsters and the like. 
This is very simple. 

Usually you compare your 
weapon skill plus a random 
number you roll on a six sided dice 
to that of a monsters. If your total 
number is higher than the 
monsters, then you do a certain 
amount of damage to it and you 
note that down. After the monster 
has taken a certain amount of 
damage it is dead. 

You usually get a brief history 
of your land and you are set some 
task, like obtaining a magic crown 
to ensure the unity amongst your 
leaders. You then turn to 
paragraph one where you’ll read 
something like this: “As you make 
your way down the corridor a 
portcullis descends with a loud 
clang blocking off the southerly 
way behind you. Unimpressed, 
you walk down the dark, cold, 
dirty corridor and finally you come 
to the end. Here you can see a 
strong looking wooden door in 
front of you to the north, the first 
steps of a set of descending stairs to 
the east and a stone wall to the 






These are probably the most 
restrictive forms of role playing, 
but nevertheless very enjoyable. 
They vary enormously from solo 
board games, where you play a 
predetermined character but make 
the decisions yourself, to games 
where up to ten people can play at 
once. 

The rulebooks are usually 
simple-to-read and easy to 
understand. There is a good 
possibility of “option cards” being 
involved and you have to place 
these on certain parts of the 
board. 

One of the first board games I 
played many years ago, which 
involved an element of role 
playing was the Battle Of The Litte 
Big Horn. It was a game for two 
people where you reinacted this 
famous battle, one taking the 
guise of General Custer and the 
other of Chief Sitting Bull. 
However, times have changed and 
Standard Games have lead the 
way for many years, with games 
such as Cry Havoc and Dark 
Blades. See Board Battles for a full 
review. 

Games Workshop has also come 
up with the solo board game 
Chainsaw Warrior, where you play 



the player happy. This was not 
exactly a challenging task and 
when you had done several of 
them, they became a bit tedious. 

However, solo gaming re- 
emerged as a force to be reckoned 
with when The Warlock Of Firetop 
Mountain was relased in late 1982. 
This solo book had its own unique 
role playing system, called 
Fighting Fantasy which was 
simple, easy to play and very fast. 
It not only contained the hack and 
slay element, but there were 
problems to be solved, puzzles to 
answer and traps to be negotiated. 

Steve Jackson and Ian 
Livingstone, who wrote and 
produced the game immediately 
realized that they had a mega best 
seller on their hands, so they went 
on to produce many others, 
including another notable 
adventure called Deathtrap 
Dungeon. Since then there have 
been many other solo adventures, 
written by many different authors. 

Mark Smith and Jamie 
Thompson produced Falcon: The 
Renegade Lord, which was 
eventually turned into a computer 
game. 

It was an adventure set in 3033 
A.D. and your aim was to travel 


actually running the character and 
that you were not being shuffled 
from one part of the book to the 
other by random chance. 

If you survived a Wolf 
adventure, you were allowed to 
take your character onto the next 
book, where not only could you 
start off a new adventure at ana 
dvantage, but you could continue 
to develop your character further. 

The latest craze in adventure 
gaming though is nothing to do 
with playing solo, believe it or not. 
You play an adventure against 
your best friend. You buy a set of 
two books, then one person plays 
a goodie and the other a baddie. 

Then,' you call out to each other 
a number on the bottom of the 
page you are on, and then each of 
you turns to a page where you see 
a picture of where you are in a 
dungeon. 

If you call out certain 
paragraphs you will meet your 
opponent and perhaps catch them 
offguard. 

The way most adventures are 
played though are dead easy. The 
book gives you a system whereby 
you “roll up” a character using a 
six sided dice. You add your dice 
rool to certain present numbers 


west. Will you try to open the door 
to the north (29), go down the 
stairs to the east (87) or examine 
the wall to the west for secret 
passages (69)?” 

The book is divided up into 
hundreds of numbered paragraphs 
and the figures in brackets relate 
to those. So, if you wish to take a 
certain course of action your turn 
to the appropriate paragraph, 
where apart from a possible 
encounter with a monster, which 
you resolve via the combat system, 
you are given another chance. 

The game goes on like this until 
you achieve your objective or die 
trying. If you die, no problem, a 
couple of dice rolls and a new 
character is formed to fight again. 


a special forces operative who has 
twenty four hours to kill a 
powerful extra dimensional being 
which is threatening to pull the 
whole of New York through a time 
warp, destroying it totally. 

The same company has also 
produced a game called Blood 
Bowl which is a cross between 
American Football and Swords 
and Sorcery ! You create teams of 
ores, trolls or any other creatures 
for that matter and you put them 
on a typical American football 
pitch, where they batter hell out of 
each other most of the time, with 
vague thoughts of a mystical thing 
called a touchdown crossing their 
minds occassionally. 

Continued on page 88 






















WHAMS COME 




For many years the nearest the 
computer companies have come to 
creating role playing games was 
via the adventure. However, 
although they were very popular, 
they left a lot to be desired as far 
as role playing was concerned. 

The games were based on 
obtaining certain items or 
passwords and using them at the 


wounded, then retreat, get healed 
up at a village and come back for 
more or you can press on 
regardless, losing a couple of your 
party on the way, hoping that you 
can strive on and achieve your 
objective. 

Games can be saved at certain 
stages to stop repetition and the 


appropriate time to progress 
further in the game. 

Recently though, there has been 
a new style of computer games 
entering the market and through 
one company. That company is 
S.S.l. They have released over 10 
roleplaying games, which are 
totally unique. True, they have 
only a limited form of role playing, 
but their games get better and 
better. They have also taken the 
initiative by snapping up the rights 
to T.S.R.’s Dungeons and 
Dragons F.R.P. game and they 
are busing producing the 
computerized version as I write. 

As in F.R.P. in general the way 
the games work are as follows. 

You create a team of characters 
with randomly selected abilities, 
which range from the magical 
powers of a wizard to the sowrd 
arm of a fighter. 

You then set out exploring the 
world, picking up tasks and quests 
as you go. 

You usually move your group 
until you get to a combat situation, 
where you can move each 
character independently and select 
various options which can include 
fighting, moving, spell casting or 
issuing forth a divine power. 

You meet various monster on 
the way, find magic items and 
meet various interesting people. 
You can fight until you are badly 


but here at C+GV we confidently 
predict that ‘88 will be the year of 
the role-playing game. 

We reckon that Gauntlet and all 
it’s clones will have given you the 
taste for the real thing. And 
computers are the ideal medium 
for FRP’s — solo games or 
otherwise. 

Dedicated adventurers will 
enjoy them, arcade players with a 
desire to try out something more 
demanding will enjoy them — and 
most of all this type of game 
respresents great value for money 
and will last for a long, long time. 

The biggest release of the New 
Year will be S.S.l. ’sAD&D 
computerised FRP — we’ve seen 
some early screens from the game 
) and it looks tryly awesome. Watch 
I this space for more news on this 
impending release! 


worst thing that can happen to you 
is that you can get wiped out! If 
this is the case, no cause for tears 
because all you do is create a new 
party of characters and off you go 
again!! 

The best F.R.P. computer 
games are at present coming out 
on disc for both the Commodore 
64/128 and the I.B.M. I suspect 
that in the not so distant future 
you will see a mass of these type of 
games swamping the market for 
the Atari ST and Amiga. People 
are at present saying that the 
Amiga has the better capacity to 
run games, but it will take time for 
the programmers to get to grips 
with it. 

There are other companies out 
there at the moment issuing 
F.R.P. type games and it will be 
nice to see how they take them up. 
For example Moebius from Origin 
was an attempt at making a 
computerized F.R.P. 

French software company 
Infogrames also produce a role 
playing game called Mandragore 
— which is a big over the Channel 
but wasn’t received well here in 
the UK. 

US Gold has been released all 
the Ultima series of FRP’s — all of 
which have a big cult following in 
this country. 

But as yet computerised RFP’s 
have yet to take off in a big way — 


have started issuing figures with 
plastic detachable bases and 
shields. You can also buy figures 
that have the ability to wield a 
varied array of weapons that are 
included with the model. 


These are an essential aid to 
F.R.P. as they give the over the 
table games a greater depth and 
sense of involvement. There are 
now thousands of figures to 
choose from ranging from fighters 
in full plate armour weilding huge 
swords to detectives in raincoats 
menacingly pointing huge 
magnums. 

Most figures in the F.R.P. world 
25mm scale and are usually made 
of a soft metal plus a liberal 
quantity of lead. Most of the 
figures come completely 
assembled in certain poses with 
fixed bases, but some companies 


Collecting these models has now 
become a hobby in its own right. 
Some people like nothing more 
than to buy the figures and paint 
them, collecting them to make one 
vast, impressive, army. Other 
people make “dioramas” with 
them. Basically this means 
painting your models and, 
mounting them in highly detailed 
model dungeons or villages. This 
takes a lot of time and dedication. 
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HOT FROM THE ARCADES, FLYING SHARK IS 
THE ULTIMATE SHOOT-EM-UP FROM TAITO. 
BOMB AND BLAST YOUR WAY INTO 
ARCADE HISTORY. 

Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d) Atari ST £19.95 


PUBLISHED BY FIREBIRD SOFTWARE, A DIVISION OF BRITISH TELECOM PLC. FIRST FLOOR, 64 76 NEW OXFORD ST. LONDON WC1A IPS 
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► GAME: FANTASY MASTER: 
TOWN OF B ALDEMAR 

► AUTHOR: ROBERT J. 

BLAKE 

► PUBLISHER: NEW 
INFINITIES PRODUCTIONS 
INC 

► PRICE: £7.95 

He’s back! Yes, E. Gary 
Gygax, the grandfather of 
F.R.P. has returned with a 
new company and even newer 
product. 

The first thing that catches 
your eye when you open this 
book is the detachable, well- 
produced, full-colour 17in by 
22in town map. It is divided up 
into four major areas with a 
river and a major road 
responsible for this divide. On 
the reverse side is a chart on 
which you recall the current 
political situation of the town 
and a list of the most 
important townspeople. 

It gives an in-depth 
description of over 125 citizens 
plus the shops and the guilds 
they run. It has a helpful 
introduction which contains 
many useful hints and tips. It 
even has a section so you can 
create your own political 
power struggle between 
whatever section of society 
you want, be it the church, the 
guilds or the ordinary 
populace. 

My only criticism of the 
booklet is that the artwork 
leaves a lot to be desired and 
some of the statistical charts 
are complex. However, if you 
are feeling lazy and want a 
complete town setting in a 
medieval-style which is 
compatible with any F.R.P. 
system and that is good value 
for money, then this role- 
playing accessory is for you. 
As the man said, you can have 
this converted to your system 
within an hour. 

E. Gary Gygax is back and 
it’s good to see him. 

• RATING: 88% 


► GAME: LORDS OF THE 
MIDDLE EARTH — Vol. H; THE 
MANNISH RACES: A FANTASY 
GAME CHARACTER 
COMPENDIUM 

► PUBLISHER: IRON CROWN 
ENTERPRISES 

► PRICE: £8.95 

This book is NOT a game in 
itself. It is a source of 
subsidiary information for a 
role-playing system called 
Middle Earth Role Playing 
(M.E.R.P. for short). 


For the uninitiated, 
M.E.R.P. is a F.R.P. system 
based on J. R. R. Tolkien’s 
The Hobbit and Lord of the 
Rings. It provides the 
structure and framework for 
role-playing in Tolkien’s 
mystical mythical world, so 
you can play characters and 
enjoy the universe that he so 
stylishly wrote about. 

If you have read any of 
Tolkien’s book you will really 
appreciate the work that has 
gone into this supplement. 
Basically, what it does is allow 
you to have at your finger tips 
access to almost all of the 
humanoid that occupied the 
Middle Earth realm. 

Spread over 108 detailed 
pages are hundreds of 
descriptions of the most 
prominent or powerful 
individuals Tolkien created. 
The descriptions are written in 
two formats either long or 
short (short being up to 50 
words). They contain detailed 
notes on the character’s 
personality, as well as their 
history, traits, abilities, 
magical powers and special 
weapons, if any. Furthermore, 
it gives a full breakdown of a 
character’s statistics from level 
rating to Skill bonuses and is 
cross-referenced with the 
Tolkien’s actual books and 
other M.E.R.P. aids. 

You also get a fairly lengthy 
precis of the history of the 
Middle Earth plus a very 
handy abbreviation table. To 
top this all off, it gives a 
massive 25-page spread to the 
Nine Nardgul, which is worth 
reading on its own. 

To be honest, when I first 
read it, The Mannish Races 
took my breath away. From 
the minute you look at the 
exceptional artwork on the 
cover to the time you finish the 
last page, you can appreciate 
the awesome amount of work 
that has gone into researching 
this. The artwork throughout 
(and there i$ a lot of it) is of a 
high quality. The tables 
provided are easy to 
understand and the family 
trees of the most important 
humans are a sheer joy to 
read. It is also written in a very 
friendly manner, which makes 
you want to get up and play 
immediately. 

If you play M.E.R.P. it is an 
essential buy, if you play 
another F.R.P. system buy it 
anyway, you’ll get years of use 






Tabletop Games (formerly 
Asguard Miniatures) have sent 
me most of the figures in their 
aptly named 4 Torture 
Chamber ’ range amongst 
others. These little beauties 
vary from The Rack, where 
you get a victim, a torturer, a 
sadistic onlooker and the 
actual rack itself, to the Iron 
Maiden, where you just get 
the spiked maiden and 
screaming victim. 

There are 12 models in the 
Torture Chamber Range and 
they vary from 75p to £2.50. 

The set I got did not include 
assembly instructions and 
without them an 
inexperienced modeller could 
run into a few minor 
problems. 

All the figures are relatively 
flash free and only a small 
amount of tidying up work was 
necessary. 

Some figures have to be 
glued together, so a small 
amount of modelling skill with 
lead figures would be an 
advantage, but not essential. 

I was also sent a selection of 
Tabletops’ Ore range and 
you’ll have a hard time finding 
a more nastier, evil looking 
bunch of characters. The 
models come armed with a 
frightening array of weapons 
with massive maces to 
whopping whips. Well worth a 
look! The cost is anything 
from 45p upwards. 

Turning now to Prince 
August Gaming. They sent me 
a selection of figures from 
their Fantasy Armies range, 
their catalogue and a poster. 
The poster, which can be 
obtained by sending an s.s.a.e. 
and three backing cards to any 
of their models, shows the full 
range of their products. 

Out of all the figures they 
sent me I was most impressed 
with their ranger. It is posed in 
an all action fashion, sword 
drawn and ready to swing, 
whilst his ankle length cape 
flutters behind him. 

A neat touch that I liked 
was the addition of 
groundwork to the base. It 
means that even if you are 
inexperienced at modelling, 
you can still give the figure a 
presentable base setting with a 
few strokes of a brush. All 
models come in a blister pack, 
with a foam backing. 

One thing that makes Prince 
August different from the 
majority of the modelling 



companies is that they give 
you the chance to mould your 
own models. 

You can buy casts, moulds 
and soft metal at very 
reasonable prices, so you can 
create your own figures. 

Their handbook (which is 
free) shows you step by step 
how you can turn lumps of soft 
lead into crisp sharp painted 
figures in a fairly short time. 

It also contains aiault 
finding table to tell you what 
happens if, your moulds go 
wrong. 

They have a large range of 
fantasy moulds ready and 
waiting to be used. If you want 
really big armies then this is 
for you, because after you 
make the initial outlay for the 
moulding start up set, figures 
cost around lOp each to make. 
For full details of start up 
packs etc, please contact 
Prince August at the address 
bek>w. 
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► CRY HAVOC 

► SUPPLIER: STANDARD 
GAMES 


two players (or more if you 
play team games) controlling 
various counters, that can 
represent anything from a 
mounted knight to a peasant, 
which either fight until they 
surrender or die. 

You move your counters 
over the two full-coloured 
maps that are supplied 
through the use of hexagons 
(or hexes for short)' Using the 
hex system it’s easy to keep 
track just how far up your 
characters can move in one 
turn. It is also possible to 
re-arrange the maps in 10 
different terrains and this gives 
you various options to change 
the game. 

There are three easy-to-read 
booklets supplied with the 
game. These are: The Rules of 
play; Historical Background 
and Playing Pieces; and The 
Scenarios. 

The Historical Background 
and Playing Pieces booklets 
gives you a detailed 
background of 13th-century 
life, full details of the 
characters involved and the 
way to use the playing pieces. 
You learn the way the world 
was run then and how each 
character was respected or 


playing board-based F.R.P. 
games, but been put off by the 
look of the awesome size 
rulebook and the complex 
combat tables? Well, don’t be 
put off any longer. 

Cry Havoc is a simple game 
aimed at beginners. The idea 
is to slowly, but surely, get 
involved in a tremendous 
hobby, step by step. C.H. is 
based in ‘medieval’ times with 


role-playing board game 
before, then you should give 
C.H. a go, as it is just what 
you want to start you off. 

• RATING: 81% 


► DARK BLADES 

► SUPPLIER: STANDARD 
GAMES 

► PRICE: £11.50 

Dark Blades is the expansion 
of the Cry Havoc board game 


reviewed above. It includes 
the full rules of C.H. and use 
the same basic system, but it 
goes much, much further, 
introducing the element of 
fantasy by bringing you a 
magic system, mythical beasts 
and monsters by the score. 

In the tradition of Standard 
Games, D.B. is simple to play 
and easy to learn. If you can 
master the C.H. system you 
are half-way there. In this set 
you only get one booklet 
called, naturally enough Dark 
Blades . 

Basically, mankind strived 
to make the world perfect by 
developing all the land. Some 
non-humans regarded certain 
places sacred, but mankind 
ignored them. They then 
started to use non-human 
creatures for only menial jobs 
and this made them change 
even more in attitude and 
appearance. Finally, the non¬ 
humans became fed up with 
being second-class citizens and 
revolted. The humans tried to 
wipe out the creatures, now 
called monsters, but some 
escaped and hid from man. In 
their exile they adapted to the 
environment they were forced 
to live in and after the years 
they became Mon-Ogres, a 
mighty creation of man 
crossed with ogres. Once the 
Mon-Ogres had sufficient 
numbers, they launched a 
series of attacks against 
humans and led by their most 
powerful warrior The Black 
Fox, they quickly turned the 
tables on the humans. 

There were many, many 
battles and the humans lost 
most of them. The only 
successful human general was 
a warrior called Tristan, who 
fought with a mighty black 
sword, that legend has it, can 
cut through any armour. As he 
reputation grew he became 
known as Dark Blade. 

This game, for two players, 
is suitable for those who enjoy 
a good deal of Hack and Slay 
on a regular basis. You need 
not play one of the two leaders 
all the time, as you can play 
majors of certain forces and 
fight for strategic places, 
paving the way for The Fox 
and The Blade to meet in a 
grand finale. 

Overall, I thought it was a 
great game for a novice to start 
off with as it is very playable 
and highly enjoyable. 

• RATING: 87% 

Standard Games can be 
contacted at: Arion House, 
Scation Road, King’s Langley, 
Herts WD48LF. 


REVIEWS 



The Labyrinthe has done it 
again! Not being content with 
having two of the most 
unusual places to run live role 
playing adventures, namely a 
massive countryside dungeon 
complex and an island in the 
middle of the Medway, it has 
obtained the rights to use an 
intricate cave system under 
Dover Castle! 

Needless to say, the location 
is ideal, being a series of rough 
hewn caves that were 
excavated in the 17th century 
as a part of the castle’s defence 
system. 

The adventure we went on 
was up to Labyrinthe’s usual 
good standards. 

The seven of us were hired 
by a merchant woman, who 
had had her identical sister 
kidnapped by an evil demon. 
We were asked to rescue her 
and she came up front with the 
cash, we agreed. 

At first we trekked above 
ground on Dover castle itself 
taking on very powerful castle 
guards. 

We at last found one guard 
half asleep at his post, so we 
quickly swarmed over him like 
ants and disposed of him. 

From this encounter I 
“obtained” a rather tasty long 
sword! We entered the gate 
behind him and entered the 
dungeon proper. 

Finally we came to the last 
room and found the captive 
maiden. Two evil people were 
casting spells at us, but I 
managed to get in and attack 
the main man himself. 

I started attacking the other 
man and disposed of him 
quickly, freed the maiden and 
then we all made a run for it. 

That was our big mistake, as 
we got lost in the maze of 
caves and, separated, we were 
easy meat. 

I understand that the 
Labyrinthe will be running 
fully residential holidays based 
on the location and you can 
get more details from the 
address below. 

Write to: The Labyrinthe 
Club, 77 Hinton Rd, Herne 
Hill, London, SE24 OHT. 















ULTIMA I: CBM 64/128 £19.95; IBM, APPLE £24.95. ULTIMA III: CBM 64/128, ATARI XE/XL £19.95; MAC, IBM, 
APPLE, ATARI ST, AMIGA £24.95. ULTIMA IV: CBM 64/128, ATARI XE/XL £19.95; IBM, APPLE, ATARI ST, AMIGA 
£24.95. ULTIMA V CBM 64/128 £19.95; APPLE £24.95. 
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copy/ies of 


Format 

Address 


Name (block capitals). 


-Post Code ■ _ 

I enclose £-including £1.00 P&P. UK Only. (Overseas £2.00) Chequesjiayable to MicroProse Software Ltd. 

or debit my Access/Visa card. Expiry date__ No. f I I 1 I 1 1 1 1 1 I 7 1 1 1 I 

For more information on the Origin range please tick box □ 

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 
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• In a major coup K.J. C. 
Games has obtained the rights 
to run Trolls Bottom from 
Project Basilisk. 

It would appear Basilisk is 
going into the development 
side of P.B.M. and is more 
interested in creating games 
rather than running them. This 
leaves K.J.C. with the two 
most enjoyable computerised 
P.B.M.s in the country. 

K.J.C. players can expect an 
announcement about the 
matter in their It’s A Crime 
turns shortly. Meanwhile, 
check November’s C+VG for 
the review of Trolls Bottom. 

• Now for an update on 
C+VG’s It’s A Crime Game 
14. The colburnites (102) and 
The Sons Of Batman (689) 
have slipped dramatically 
down the notoriety table. The 
Numero Uno gang is now The 
Killer Hawks (184) with 332 
points, but they are closely 
followed by the Bogie Men 
(512) with 329 points and the 
Satanfists with 328. Less than 
50 points separate the top ten 
gangs. 

• Legend Incorporated Ltd 
the company which runs 
A.E’s, apologise to players for 
the delays in the turn around 
time. Despite taking on more 
G.Ms they are still 
overworked and some delays 
were inevitable. But by the 
time you read this they should 
have all their problems nearly 
solved. However, they do 
NOT want any more new 
players to apply for playing 
positions as there are none 
left. It is pointless sending in 
applications for rule books, set 
ups etc, as they will take ages 
to be processed. I will let you 
know when normal service will 
be resumed. 

• Two Fantasy role playing 
companies are moving into 
P.B.M. Games Workshop is 
contemplating running a 
P.B.M. on Warhammer! 

It will be fully computerised 
and should be running by late 
summer 1988. They envisage 
large player attended meets 
when two major armies face 
each other in the game and 
want to re-inact the actual 
battle over the table with the 
appropriate figures. This could 
be very interesting, but also 
costly and hard to present. 

Meanwhile, Standard 
Games, the company who 
produced the excellent 
miniaturised figures for 
C+VG, have also decided to 
run a P.B.M. based on their 
board games, Dark Blades and 
Cry Havoc. I was talking to 
Richard Cockerill of Standard 
Games, and he is very keen to 



Hi, everybody, Wayne here again. Signed, sealed, 
delivered, I’m yours! The Play-By-Mail pages have a 
new look this month. Hope you like them. Meanwhile, 
as the festive season approaches, Pd like to wish 
everybody a Merry Christmas and a PBM New Year. 


start the game in the not to 
distant future. It will also be 
computerised, but he has the 
advantage of having a well- 
known programmer, who has 
to remain nameless at the 
moment, at his disposal. Also, 
being a man who likes to give 
value for money, Richard is 
more than likely going to have 
a stall at the Third British 
P.B.M. conference in 
February and he will hand out 
questionaires to find out what 
kind of game YOU want. This 
is a highly original move and 
one that could really pay 
dividends. 

• The Third British P.B.M. 
Conference takes place at the 
Porchester Centre, 

Queens way, London, W2 on 
February 20 between 10.30 
a.m. and 5.00 p.m. and we are 
expecting a near sell out. 
People with advance tickets 
will be given priority entrance 
on the day. 

Not only are at least 20 of 
the major P.B.M. companies 
taking part, but there are at 
least 20 small ones. We have 
the usual attractions of the 
Labyrinthe. U.K’s leading 
Live Role Playing company, 
will be running mini-dungeons 
for free, a leading Fantasy role 
playing and board game 
company displaying their 
latest wares, an open AD+D 


competition, P.B.M. 
seminars, computer 
competitions, bookstalls, the 
British Play By Mail Players 
Association will have a stall, 
and there will be a licenced bar 
and mini cafe. You will also 
get your chance to vote for the 
various coveted P.B.M. 
awards, including magazine 
with the best P.B.M. 
coverage. 

Entry on the door will cost 
£2.00, but if you apply to: The 
British Play By Mail 
Association, 2 David Court, 
200 Lansdown Road, 
Edmonton, London N17 
9XW, enclosing the logo 
above, a S. A.E. and a cheque 
for £1.50, you will receive your 
advance ticket. All cheques/ 
POs should be made payable 
to the organisation. 

# A few copies of the 
booklet ’The B.P.B.M.P.A. 
Guide to P.B.M.’ are still 
available. The booklet is free 
and if you are interested in 
obtaining a copy, cut out the PBM 
logo and send it to me at 
C+VG with a large S. A.E. 
First come, first served. 

• Spellbinder has just taken 
over a Football game called 
Kickabout. In fact it is the 
biggest football P.B.M. in the 
world. The first full season has 
just finished and a new 
enhanced version of the game 


with inter-league European 
Knock Out tournaments and 
representative World Cup 
matches are about to 
commence. I’ve looked at the 
rulebook and will be reviewing 
it shortly. Meanwhile here is a 
selection of options. 

Aggression: You can get 
yourteam to play harder in 
certain areas and you have a 
increased chance of injuring 
one of the oposing teams 
start players by getting 
stuck in. But with this tactic 
you also stand a better 
chance of getting booked 

Schoolboys and 
apprentices: You can create 
a Maradona by training 
him and giving him first 
hand experience in a league 
game. Your teams 
performance may suffer at 
first, but as time goes on the 
youngsters get better. 

Transfer Markets: Can 
you play Big Ron Atkinson 
and make a killing on the 
transfer market? 

Spellbinder's traditional 
policy of freebies for all, 
continues. They are giving 
away copies of their 
rulebooks for FREE to 
people who write into me 
via the mag and enclose a 
S.A.E. When all the 
applications are in they will 
pull two names from the hat 
and they will be entitled to 
play the first season free. 

^'*+ 00 * 4 ' 

• GAME: Starship Commander 

• SUPPLIER: Mitre Games 

• REVIEWER: The Devout Despot 

JUDGE; Ladies and Gentlemen 
of the jury, do you find Mitre 
Games guilty or not guilty of 
producing top quality, 
affordable and very playable 
games? 

JURY; Guilty, your Honour!! 

JUDGE; Mitre Games, you 
have been found guilty of the 
aforementioned crime. It is my 
judgement that you shall be 
taken from this place to a 
building full of computers and 
data bases, pens and paper, 
stamps and envelopes, where 
you will be chained to a swivel 
chair and shall produce, 
correlate, assign and deliver to 
the general public a brilliant 
concept that is affordable by 
anyone with a weekly income 
over £1.00. 

And so into the sunset, 
surrounded by armed guards 
goes the creator of the new 
budget game Starship 
Commander. But wait a minute, 
did I say "BUDGET" game? If 
so, surely that means lack of 
quality, quantity and Quark 
torpedoes? 

Well, not really, because if 
you examine exactly what you 
Continued on page 95 












NEW SPECTRUM TITLES 





BUBBLE BOBBLE 

£5.55 

RENEGADE 

£5.55 

INDIANA JONES 

£5.55 

TAI-PAN 

£5.55 

JACK NIPPER II 

£5.55 

EXECUTOR 

£5.55 

HYSTERIA 

£5.55 

GAME OVER 

£5.55 

SIDE WIZE 

£5.55 

MASK 

£5.55 

TRANTOR 

£5.55 

PAPERBOY 

£5.55 

SABATOUER II 

£5.55 

MERCENARY 

£6.95 

FI5 STRIKE EAGLE 

£6.95 

SPY V’S SPY III 

£6.95 

COMPUTER HITS 4 

£6.95 

BARBARIAN 

£6.95 

WORLD CLASS LEADERBD 

£6.95 

DEATH WISH III 

£6.95 

SUPER SPRINT 

£6.25 

RED L.E.D. 

£6.25 

EXOLON 

£6.25 

WORLD GAMES 

£6.25 

GAME SET & MATCH 

£9.00 

V NEW COMMODORE 64 TITLES 1 

RENEGADE 

£6.25 

TAI-PAN 

£6.25 

HYSTERIA 

£6.25 

LIVINGSTONE 1 PRESUME 

£6.25 

MASK 

£6.25 

BUBBLE BOBBLE 

£6.95 

QUEDEX 

£6.95 

SUPER SPRINT 

£6.95 

INDIANA JONES 

£6.95 

RED L.E.D. 

£6.95 

ACE II 

£6.95 

TRACK & FIELD 

£6.95 

JACK NIPPER II 

£6.95 

BISMARK 

£6.95 

WORLD CLASS LEADERBD 

£6.95 

LAST NINJA 

£6.95 

BARBARIAN 

£6.95 

HEAD OVER HEALS 

£6.95 

ARKANOID 

£6.95 

CALIFORNIA GAMES 

£6.95 

HIT PACK 6 VOL 11 

£6.95 

| NEW ATARI ST TITLES 


NEW AMIGA TITLES 


GOLD RUNNER 
BARBARIAN 
TERRORPODS 
STAR GLIDER 
PLUTOS 

GUILD OF THIEVES 
DEFENDER CROWN 
IMPACT 
MOUSETRAP 
FLIGHT SIMULATOR II 


£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£20.95 

£10.50 

£10.50 

£34.95 


SPECTRUM SOFTWARE ON 
CASSETTE ALL £1.99 EACH 


BALLBLAZER, LESFLICS, FRANKENSTEIN, S0RDER0NS 
SHADOW, PITFALL 2, RESCUE ON FRACTALUS, BATTLE OF 
THE PLANETS, 3 WEEKS IN PARADISE, XCEL, BIZZICOM 
SMALL TRADER, REVOLUTION, ROBIN OF SHERLOCK, 
EQUINOX, COP-OUT, H.U.R.G, GERRY THE GERM, THE 
EVIL CROWN, FIGHTING WARRIOR, MERMAID MADNESS, 
STAINLESS STEEL POLE POSITION, £2.99. MARTIONOIDS, 
INFILTRATOR, BACK TO THE FUTURE, KRAKOUT, ITS A 
KNOCKOUT, HIGHLANDER, HEARTLAND, MOONLIGHT 
MADNESS, DONKEY KONG,BOULDERDASH, 
BOULDERDASH 2, EMPIRE, DRAGONS LAIR, LEGEND OF 
KAGE, ARC OF YESOD, SOUTHERN BELLE, VISIONS 
SNOOKER, MARIO BROS. 


TERRORPODS 
FI5 STRIKE EAGLE 
DEFENDER CROWN 
INDIANA JONES 
GUILD OF THIEVES 
BARBARIAN 
ROAD RUNNER 
AIRBALL 

BALANCE OF POWER 

TAI-PAN 

T.N.T. 

TRIVIAL PURSUIT 
3D GALAX 
IMPACT 


£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£17.50 

£13.95 

£13.95 

£13.95 

£13.95 

£10.50 


£2.99 COMPILATIONS 


BEST OF BEYOND INC. SHADOWFIRE, DOOMDARKS 
REVENGE, ENIGMA FORCE, SORDERONS SHADOW. 
£3.99 TAPESLEADERBOARD. 


SPECTRUM UTILITYS & 
PERIPHERALS 


SPECDRUMS £25.00. 

ROTRONICS WARFADRIVES £17.49 INCL FREE 64K WAFA 
ALSO INC P&P. 

CURRAH MICRO-SLOTS £2.99 EACH. 

ALPHACOM PAPER £10.95 FOR 5 ROLLS, MICRO-DRIVE 
CARTS £1.99 EACH, JOYSTICK + INTERFACE £12.95, 
WAFADRIVE CENTRONICS OR RS232 LEADS £10.50 EACH. 


SIGMA 7, SPIDERMAN/HULK, SURFCHAMP, FASSEM M/C 
LANG ASS, GRANDMASTER CHESS/OTHELLO, PITMAN 
TYPING TUTOR, CHUCKIE EGG 2, FIRELORD, CHIMERA, 
THING ON A SPRING, ENIGMA FORCE, IRIDIS ALPHA, 
MUGSYS REVENGE, PARADROID, BEACHHEAD, HIGHWAY 
ENCOUNTER, ARC PANDORA, DRAGONSKULLE, KETTLE, 
BULLDOG, ADRIAN MOLE, SHERLOCK, KRYSTALS OF 
ZONG, NEOCLYPS, WILLOW PATTERN, OUT ON A LIMB, 
EVIL CROWN, HYPER BIKER, EMPIRE, BOMBO, 
HAMPSTEAD, PSYTRON, LITTLE COMP PEOPLE, 
BEAMRIDER, TOUCH TYPE, DEVS EX MACHINA, SPIRIT OF 
STONES, £2.99. TEMPLE OF APSHAI TRILOGY, GT 
AMERICAN ROAD RACE, GHOSTBUSTERS, KORONIS RIF, 
THE EIDOLON, TRANSFORMERS, MUSIC STUDIO, DANDY, 
AVENGER, ICUPS, BOULDERDASH, INFODROID, 
HEADCOACH, HIGHLANDER, THE FORCE, MAX 
HEADROOM,SUPERBOWL, PARRALLAX, HYPABALL, 
BOULDERDASH CONST KIT, SUPER HUEY 2, SUPERBASIC, 
BOULDERDASH 2, UCHI, MATA, PRODIGY, RMS TITANIC, 
HACKER, BARRY MCGUIGANS BOXING, XEVIOUS, 
CHAMELEON, DRAGONS LAIR, EXPLORER, BACK TO THE 
FUTURE, CLASSIC SNOOKER, WAY OF THE TIGER, COMET 
GAME, JACK THE NIPPER, KINETIK, SKOOLDAZE 64, 
AMERICAS CUP CHALLENGE, FIGHTER PILOT, BEACH 
HEAD 2, HOT WHEELS, MONTY ON THE RUN, ROBIN OF 
THE WOOD, SYSTEM 1500 2ND EDITION, RETURN TO OZ, 
MAGIC MADNESS, ESCAPE FROM PARADISE, MASTERS OF 
UNIVARC, MASTERS OF UNIV ADV, WAR, FOOTBALL 
MANAGER, ON COURT TENNIS, MOON CRISIS IGGY, 
MISSION AD, DRUID, MARIO BROS. 

RANARAMA, TEN COMPUTER HITS VOL 3, NEMISIS THE 
WARLOCK, URIDIUM, EAGLES. 


COMMODORE 64 DISCS 
@ £4.99 EACH 


ALTER EGO MALE, ALTER EGO FEMALE, THE HOBBIT. 


BOULDERDASH CONSTRUCTION KIT, POLAR PIERRE, 
TOMAHAWK, NEMISIS THE WARLOCK. 


COMM 64 SPINNAKER 
EDUCATIONAL SOFTWARE 


ALF, AEGEAN VOYAGE, SONGMAKER, RANCH, SEASPELLER, 
NUMBER TUMBLERS, FRACTION FEVER, MAKE A FACE, STORY 
MACHINE, ALPHA BUILD, DANCE FANTASY, LOGIC LEVELS, 
ALPHABFZOO. 


COMMODORE 64 UTILITYS 


SCRABBLE CLUEDO MONOPOLY 
FUTURE FINANCE 
EASY FILE 

C64 MUSIC MAKER KEYBOARDS 
PROGRAMMERS UTILITYS DISC 
ASSEMBLER TUTOR DISC 
NEOS MOUSE CASSETTE 
NEOS MOUSE DISC 
INTRO TO BASIC PT1 
8 BOOKS FROM 1ST PUBLISHING 


3 FOR £7.95 
£4.95 
£4.95 
£5.00 
£4.95 
£4.95 
£ 20.00 
£23.00 
£2.95 
£12.99 INC P&P 


COMPILATION DISCS 
(a £4.99 EACH 


DISC 1. INC TURBO 64, DERBY DAY, HANDICAP GOLF, 
WORLD CUP, TESTMATCH, PILOT 64. 

DISC 2. INC VIEW TO KILL, FRIDAY 13TH, CODENAME 
MATT 2, THE PYRAMID, TEST MATCH, BEAKY AND THE 
EGG SNATCHAS. 


COMMODORE 64 DISCS 
SPINNAKER EDUCATIONAL ■ 99 each 

SOFTWARE ALL £1.99 EACH 


COMMODORE 64 TITLES 
(a £3.99 EACH 


OIL WELLS BY SIERRA (Cartridge) 
MR COOL BY SIERRA (Cartridge) 


COMM 64 COMPILATIONS 
ALL £2.99 EACH 


ACTION PACK INC ROCKF RODGER, 3D WATERSKI, GAURDIAN, 
HYPERCIRCUIT 

ZAPPSIZZLERS "2" INC MONTY ON THE RUN, *Z*, STARQUAKE, 
BOUNDER. 

BEST OF BEYOND INC PSI WARRIOR, QUAKE MINUS I, ENIGMA 
FORCE, SHADOW/FIRE. 

STARR GAMES ONE INC WAY OF THE TIGER, BEACHEAD 2, 

BARRY MCGUIGANS BOXING, RESCUE FRACTALUS. 

INDOOR SPORTS INC AIR HOCKEY, BOWLING, DARTS. 

BIG NAME BONANZA INC STELLAR 7, FORBIDDEN FOREST, FIGHT 
NITE, TALLEDEGA. 

SHOOT EM UPS INC SUPER ZAXXON, BLUE MAX 2001, DROP 
ZONE, FORT APOCALYPSE. 

p&p 1-3 titles 75p 3 or more £1.00. 
Overseas £1.20 per tape 

CHEQUES PAYABLE TO 


RANCH, AEGEAN VOYAGE, UP & ADD EM, DANCE 
FANTASY, NUMBER TUMBLERS, ALPHABET ZOO, 
KINDERKOMP, MAKE A FACE, LOGIC LEVELS, KIDS ON 
KEYS, FRACTION FEVER. 


HEARTLAND, MASTERS OF THE UNIVERSE, DRUID, 
HYPABALL, PRODIGY, MURDER ON THE MISSISIPI, GT 
AMERICAN ROAD RACE, HACKER, EXPLORER, 
CHAMELEON, BATTLE FOR MIDWAY, KORONIS RIFT, RMS 
TITANIC, TRANSFORMERS, SPINDIZZY, LITTLE 
COMPUTER PEOPLE, 10TH FRAME, CHOLO, 


LOGIC SALES LTD 


Department 4 

17 Leofric Square, Eastern Industry 
Peterborough, Cambs. 

Tel: 0733 313870 




is an imaginative, 3-Dimensional Play by Mail game set in 
a Gothic 23rd century. The Holy Empire has all but 
collapsed and anarchy reigns. 

You will start with an Imperial, feudal or barbarian state 
. spanning a number of solar systems. Gunboat. 

I diplomacy, interstellar trade and hard-nosed 
Machiavellian power politics may just ensure your 
dynasty's future. 

Set-up is £10 for rules, 2 turns, charts and weekly “War Correspondent” 
newsletter. Further turns cost £2 or send S.A.E. for info. 
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r SIANIV\llD GAMES 

We produced the miniatures that you received 
with this issue and have an extensive range of 
our own miniatures and gaming accessories. 
Please send 50p and an s.a.e. to receive a cata¬ 
logue and order form. 

Standard Games produces the well known Cry 
Havoc series of board games featuring man to 
man combat. 

Cry Havoc .9.95 (postage free) 

Siege .9.95 (postage free) 

Samurai Blades.. 9.95 (postage free) 

Outremer.11.50 (postage free) 

Viking Raiders .II .50 (postage free) 

Dark Blades.II .50 (postage free) 

Send your postal order or cheque to Standard Games, 
Arlon House, Station Road, Kings Langley, Herts. 






ss* 5. 


PLAY BY MAIL 

Dark Blades is being launched as a computer 
moderated play by mail game with up to 100 
players per game and a prize for the winner! 
By sending a s.a.e. envelope to us NOW, early 
in 1988 you will receive the offer of a special 
start-up package, which will give you two 
extra free turns. 

STANDARD GAMES PLAY BY MAIL 
Arlon House, Station Road, Kings Langley, Herts. 


We are interested in computer software for the BBC micro range 
of computers, or books on any computer subject. Please send sub¬ 
missions for evaluation to IAN BISHOP at the above address. 
























































































































































Continued from page 93 

get for your £3.00 set up fee and 
£1.00 per turn, you will be 
pleasantly surprised. 

First you receive a rulebook 
that isn't really a rulebook, but 
is a secret document designed 
as your mission briefing. It 
starts off telling you that as a 
newly promoted commander, 
you have been given command 
of a X-71 scout ship. 

It then explains how parallel 
time space areas were 
discovered more than 50 years 
ago and finally colonised by the 
Home System. Unfortunately, 
these were already occupied 
not only by humans, but by 
aliens as well. Some of these 
aliens are good, some fair, 
some not so fair and some 
diabolical. Further reading 
shows a new parallel area has 
been discovered, namely shift 
D. They cleverly use a 
hexagonal diagram to show 
these shift locations. It is up to 
you as Starship Commander to 
go back/forward/across to shift 
D and set up bases, colonies, 
factories and trading 
embargoes with humans and 
aliens alike. 

You then have to teleport 
materials and power crystals 
back to your mother system for 
credits, which can be used to 
raise the level of your via trade 
from a penny farthing to a 
megaplanet shattering allied 
destroying craft. The problem is 
that everybody else has the 
same goal! 

The set up has examples of 
moves and results which help 
with the first move 
considerably, as this move is 
always the hardest. 

Once the briefing section of 
the rulebook is read, you then 
get onto the How to Play 
section. This part of the 
rulebook is excellent because it 
reinforces the briefing section 
in a nice easy flowing manner. 

This game is fully run by 
computer and you put your 
orders in via a special code 
explained in the rulebook! 

VERDICT 

The only criticism of the 
game is the results sheets get to 
be a bit samey, but as it only 
costs a £1.00 a time I can 
overlook that. It is the kind of 
game that would appeal to a 
person who had given great 
thought to starting up in a Sci Fi 
computer moderated game, but 
was undecided what to go for. 

If you are interested in joining 
Starship Commander, it costs 
£3.00, but if you write to Wayne, 
enclosing the logo above, he 
will pass your money onto 
Mitre and they will credit you 
with two free turns. All cheques 
and POs payable to Mitre 
Games. 

• GAME: Saturnalia 

• SUPPLIER: Sloth Enterprises 

• REVIEWER: Wayne 

Saturnalia is without doubt the 
longest running single 
character fantasy P.B.M. in the 
U.K. I can remember starting 
the game way back in late 1984, 
because one of the G.M's, Neil 
Packer, had a party in another 


P.B.M. game that we both 
played and through the game 
we met at a pub meet. While 
chatting, he casually mentioned 
he was starting up a new P.B.M. 
with a partner called Simon 
Letts, under the banner of Sloth 
Enterprises and he invited me 
to try it out. To date, over three 
years have passed and I am still 
playing the game. I thinkthis 
speaks for itself! 

Admittedly I do have a soft 
spot for the game and wanted 
to review it for some time. 
However, Sloth had declined 
my offer of a review on several 
occasions because they had as 
many players as they could 
handle and they did not want 
anymore. I really respected this 
attitude. Now, times have 
changed as they have employed 
quite a few new G.M's and they 
have spaces available for new 
players. 

The world of Saturnalia is one 
of monsters and magic. Great 
dragons abound. Magic Casters 
are common, monsters of all 
different kinds roam the planet, 
mighty warriors clash for glory 
and you have to try and survive 
amongst all this! 

The mechanics behind this 
game are simple and are as 
follows. You control a single 
character, whose personality 
and background you create, 
then each turn you decide upon 
the actions your character 
wished to take. You can send in 
your turns whenever you want. 
This game has an "open" 
format, so it is really up to you 
how much you play. This is a 
good option for people of 
limited finances or live abroad. 
Of course, the more turns you 
send in, the more powerful your 
character becomes, so there is a 
slight disadvantage to not 
sending in regularturns. 

You are given a total of 250 
points to create your character 
with. These can be divided you 
among the five various 
attributes your character has, 
which are: 

Combat Ability (CA): A 

measure of your offensive and 
defensive weapon skill plus 
overall strength. 

Magic Power (MP): This 
determines what spells you are 
able to cast, what divine powers 
you are able to learn and how 
resistant to certain magic spells 
you are. It can also determine 
how mentally stable/unstable 
you are. 

Vitality (VIT):This gives you 
an indication of your characters 
overall health and physical 
condition. If you go to 0 or less 
vitality you are dead! A score of 
around 500 vitality means that 
you are very healthy. 

Scouting Ability (SA): This 
guages your ability to hide in 
the shadows, pick pockets and 
climb walls. 

Perception (PER): This 
measures how observant you 
are, how much you can see, 
hear and perceive out of the 
way places. A score of 0 PER 
means you are blind. A score of 
500 means you would spot a 
needle on the floor of a room 
the minute you entered it. 

You then give your character 


PLAY BY MAIL 


a background and history, plus 
traits and hbits. You are 
encouraged to go into great 
detail, as this gives the G.M. the 
idea what kind of character you 
are trying to play. You can also 
worship one of the 14 gods that 
rule Saturnalia, straight away, 
but I would advise you to read 
about the gods below, before 
you do! 

Once you have created your 
character and you get your first 
turn back you are then set loose 
on one of Saturnalia's eight 
islands and expected to survive. 

When you start wandering 
about actually doing things 
which call upon you to use your 
major abilities, you discover 
some of your total scores start 
to drop. For example, if you 
were a thief and you creep 
around someone's backyard 
and suss out their house for a 
potential future robbery, you 
would find that you lost points 
from your PER and SA overall 
total. What you have actually 
done is "used" them up with 
the effort you have put into 
spying and sneaking about. 
These losses are dependant on 
the GM, who decides what you 
have lost through a 
combination of personal 
opinion and random dice 
rolling. 

Magic spells are quite easy to 
learn as they are usually 
available cheaply from temples, 
wisemen and sages throughout 
the world. The magic system 
and divine system are one and 
the same, being very easy to 
handle. Basically, you need 100 
MP to "learn" a 10 point scroll, 
200 to "learn" a 20 point scroll, 
etc, up to a maximum 400 
points, which can "learn" you 
the most powerful spells. 


WAYNE'S VERDICT 

Saturnalia is my favourite 
game. However, when I started 
playing, it was the only game of 
it's kind and there were not 
many people playing. Now it is 
bigger and more commercial. I 
personally do not think the 
game's expansion has made 
the quality of it deteriorate. 




Good news for all you It’s A 
Crime players who are not in 
the top 100 or are struggliing 
to find your feet in this game. 
Jason Gilbert, who plays a 
bunch of hooligans called 
Dark Justice in game seven of 
Crime, has written enclosing a 
few hints and tips for the 
C+VG game. I have added a 
few of my own and I hope they 
will be of use. 

If you want to make sure 
that you take over a certain 
block, work out how many 
men and machine guns you 
need from the following table: 
Block Type Combat Value 
Needed 

Pitiful less than 7 

V. Weak less than 7 

Weak 7 


Cautious 
Alert 
Guarded 
Rough 
Strong 


11 

15 

18 

20 

24 


V. Strong more than 24 
Too Strong more than 42 
Invulnerable more than 
you’ll ever have! 


This table is approximate 
and success is not guaranteed! 

For high notoriety 
Firebomb Churches, ambush 
other gangs and issue Control 
orders for other blcoks that 
other gangs own. 

The minimum criteria for 
becoming a boss is: At least 30 
blocks; five sub-machine guns; 
13 pros; 400 notoriety points; 
$5000. 

You also have to be the 
most notorious gang within a 
square of blocks not exceeding 

When robbing try sending 
only one pro, one punk and 
two recruits and make it the 
first order on your card. This 
usually has the effect of 
obtaining a lot of money. 

Finally, never rob with your 
walkie-talkies on. The police 
listen in and have a greater 
chance of catching you. 

There is still time to join in 
the C+VG It’s A Crime game. 
Just send me your name and 
address, which I will pass onto 
K. J.C. They will send you: a 
FREE rule book, two FREE 
Rounds and a FREE Start up. 


WAYNE'S WONDERFUL OFFER 

The cost of a start up in 
Saturnalia is usually £5.00 and 
future rounds are £1.75. 
However, after negotiating with 
the peopleat Sloth, I have come 
up with the following offers: 

• Sloth will pull 20 applicants 
names out of a hat and they will 
get their cheque/PO sent back to 
them, with a FREE start-up 
package and rule book. • 
Anybody else who applies will 
get a REDUCED start-up for 
£4.00 and will also get three 
FREE turns which is a SAVING 
of £5.25. • Anybody who 
already plays Saturnalia can set 
up a second character for FREE 
and also get three FREE rounds. 




















EVERYTHING MUST GO! 



Yes, you can win a copy of any 
item that has been revealed on 
these pages if you write and 
tell me what you think of the 
C+VG Fantasy Role Playing 
Special. I want your thoughts 
on what was written and 
reviewed. Do you think that 
the fantasy special is a good 
thing? Do you want a fantasy 
problem page, a letters page 
or both? I want to know 
YOUR views, so I can shape 
the next special into what 
YOU want to read. So write to 
me via the mag and I will pick 
out the most interesting letters 
and send the lucky winners 
one item of their choice. Be 
sure to list your name, 
address, age and also give me 
a list of what items you would 
like to receive in order of 
priority. I look forward very 
much to hearing from you all 
soon! 

• Talking about giving things 
away. I have a couple of items 
of fantasy metalware to give 
away as well. Rieder Design, 
had sent me a necklace and a 
couple of earings! For those of 
you that do not know Rieder 
Design, they are the UK’s 
leading fantasy jewellery 
manufacturers. 

They produce a large 
selection of rings, badges, belt 
buckles, pendants, clasps and 
key rings. Rieder hand make 
all their items, using 
traditional methods combined 
with the ancient metals of 
pewter and bronze. Their 
designs are unique and highly 
original. 

All item range from £2.00 
up to £20.00, so if you are 
interested further, please 
contact: Rieder Design Ltd, 5 
Brainstone Gate, Leicester 
LE3 5LH. 

I’ve got a necklace with a 
intricately designed tombstone 
hanging on it, with the words 
“R.I.P. See Ya There” 
engraved upon the stone and 
two earrings, one which is in 
the form of a large vicious 
looking battleaxe and the 
other which is the shape of a 
small grinning skull. 

Reider Design have also 
gone into 25mm miniature 
figures suitable for F.R.P. 
Their range is called Dungeon 
Dwellers and they include a 
blister pack of basic 
adventurers, consisting of a 
magic user, cleric, thief and 
two fighters, plus Ore 
Wolvery, consisting of two 
charging wolves with separate 
ore riders. 

# Gamesday is one of the 
largest meetings for F.R.P.ers 


in the U.K. and it takes place 
once a year. It’s run by Games 
Workshop and is the place 
where you can come and look 
at all the new games, play 
games you have never seen 
before, meet loads of people 
with similar hobbies and much 
more. There are also 
demonstrations of live role 
playing, painting 
competitions, artists drawing 
your favourite F.R.P. 
characters and competitions to 
enter. Furthermore, you will 
find that Games Workshop try 
to sell you as many of their 
products as if possibly can. 

This year it took place on 
the weekend of the 9/10/11 
October at the Royal 
Horticultural Hall, Victoria, 
London. 

Over the weekend there 
were a lot of C+VG readers 
around and I had a chat to 
most of them. 

One major event of note 
was that there was the 
unofficial P.B.M. meet with a 
lot of players from K.J.C. 


Games, Sloth and Ae’s all 
chatting away. 

The hall was quite full and 
getting a place in a game was 
difficult, but not impossible. 

After three days, I felt that, 
on the whole, Gamesday was a 
disappointment. There were 
not many tables where active 
participation was possible. 

The food was as bad as ever 
and even the independent 
trade stands had been vastly 
reduced in numbers, but to be 
honest that came as no 
surprise taking into account 
Games Workshop’s policy 
towards their rivals. 

# One of the highlights of 
Gamesday for me was meeting 
the editors of various fanzines 
and chatting to them for a 
while. I managed to “acquire” 
a couple and promised them a 
review, so here goes: 

U.D. (90p): The biggest 
fanzine of the lot with 60 
interestingly filled pages. 
Editors, Ben Gooddale and 
Gordon McLennan are 
certainly no strangers to the 


’zine scene and have been 
around for many years. They 
have music columns, P.B.M. 
reviews, articles on F.R.P. and 
science fiction. It also runs a 
P.B.M. itself, which is unique 
to say the least. It is well 
printed and the front cover is 
absolutely brilliant. Well 
worth buying. 

Bone Of Contention (50p): 

This ’zine was the funniest. It 
takes the micky out of a rather 
infamous daily gutter press 
paper very well indeed. 
However, it also does a great 
job of parodying D+D. My 
favourite article was the 
interview with a imaginary 
Thrash/speed metal band. It 
makes the Comic Strip’s Bad 
News band look stylish. It also 
covers F.P.B. and P.B.M. and 
has very good artwork. To my 
mind the best out of the lot. 
Buy it! 

The Blue Shaboo (40p): Not 

my cup of tea at all I’m afraid. 
Badly printed, lack of 
interesting content and too 
diverse for my liking. It has 
two redeeming features, 
namely the review of the 
F.R.P. War hammer Fantasy 
Rules and the discussion on 
Anarchy, but overall it’s pretty 
poor. 

Brain Damage (50p): Good 
F.R.P. coverage, it even has 
it’s own fantasy continent and 
the rules to run it. A very 
interesting read, but the 
printing quality varies from 
page to page, making it hard 
to read at times. I agreed with 
a lot of what was said and like 
the style of the short, chatty 
reviews jumping from records 
to fanzines on one page. It has 
a silly game called Sheep Killer 
Fiends and after a cursory 
glance it looks like it could 
well be fun to play. It also has 
a few quizzes that are 
enjoyable. Highly 
recommended. 

Daughters Of Dool (30p): I 
liked this ’zine a lot. Good 
cover, excellent letters page 
and quite a few stories of a 
high quality. It has a Call Of 
Cthulhu scenario, which is set 
in India and quite unique. 
Reading the scenario made me 
want to play it immediately. 
GLARG! (60p): The smallest 
and wackiest of them all. The 
Young Ones of fanzines!! I 
loved the solo adventure What 
The Hell Do I Do With These 
Hippy Trousers, which is 
crazy. The editor must be 
mad, honest! The reviews of 
the F.R.P. material on the 
other hand are well written 
and informative. The artwork 
is weird to say the least, but 
understandable. 
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